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THE MAPS or 11 YRIST 


Compiled by Maclin Starpyre 





Jo those who come after me, 


1 can take little credit for the words that follow this introduction. They are 
the culmination of the life's work of a thousand writers, poets and bards (some more 
professional then others). 1 am merely an editor, a fortunate gnome who has been 
lucky enough to live for a little while in the Plane of Rnowledge and tend to the 
books of the greatest library the world has ever known ~ Alyrist, If knowledge is 
power, then Alyrist holds more energy then the Elder gods can ever hope to hold. 
Each bookcase, cach volume, each page holds a piece of the secret of our existence, 

| have read more than most, and 1 am still unable to contain a mere fraction 
of the knowledge that is kept safe within Ayrist’s walls. 1 still haven't а clue 
as to what arcane force could be responsible for such a perfect collection of lore. 
No matter how many of the books 1 read, the secret of the tower is hidden from me. 
| suspect 1 will never know who is responsible for its construction. 1 am barely able 
to fell you how 1 came to be here in the first place, Although if you're reading 
this volume, 1 suspect you may know something of how to journey to the Plane 
of Rnowledge yourself 1 wonder, if 1 had known the fate that awaited me would 
1 still have gone to visit the Oracle in the Ocean of Jears? Would 1 have followed 
his counsel to seek the Fallen? These questions do little to help ease the burden that 
has been placed on my shoulders, „оте and more beings have found their way 
here to New Janaan and 1 suspect they may not all come with the best of intentions. 
Jhe portals to the material plane cannot have been opened by accident, Some unseen 
hand has set things in motion. That much is plain as the beard on my face, 

But it does you little good, dear reader, to read the ramblings of an old gnome 
destined to live out his days in the halls of Myrist. Honestly, 1 can think of far 
worse fates 1 could have been destined for. If destiny is something you're inclined 
to believe in. 1 don't put much stock in that sort of nonsense, never did, Still, 1 wish 
| could have seen Vendar one last time... fate is the balm that eases complacency. 
And if the fallen hates anything, it's complacency. 

That having been said, 1 hope you find this guide to be useful in your journeys, 
It ís not so much a map as it ís a suggestion. Use (t as a guide to explore unfamiliar 
lands and continents. And don't be too surprised if you find a few surprises that 
| didn’t mention. After all, what would be the fun in exploring if you didn’t get 
to discover something for yourself? 


~ Maclin Starpyre 
Grand Librarian of Myrist 
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s Acrylia Caverns 


Bestiary 





Monster Level: Monster Examples: 


50-60 Grimlings 
Undead Vah Shir 
Summoned Entities 





Dangers 


The Acrylia mines are a series of tunnels and shafts that extend deep into the surface 
of Luclin. Sharp twists, narrow alleys, and dark passageways make the mines difficult to 
navigate and favor smaller sized excavation and adventuring parties. 


Twisted, gnarly creatures known as “grimlings” inhabit this area. Although not intelligent, 
they are vigilant and vicious guardians of their subterranean realm. It is said that these 
creatures are ruled by one known simply as "The Master" – a malevolent and spiteful 
being who happened upon the weak-minded, misshapen race and forcefully subjected 
them to his dominion. у 


Beyond The Master's devout legion of grimling slaves and soldiers, are many beings of 
unnatural origin that lurk in these mines. Some believe these creatures to be arcane 
constructs of The Master – conjured beasts and arisen undead soldiers who aid in the 
fortification of the subterranean stronghold. Among these unnatural constructs are the 
tortured remains of countless fallen Vah Shir. These mindless, tormented undead lurk in 
the depths of mines, attacking any who dare to cross their path without bias or hesitation. 


Benefits 


The Acrylia mines are the most plentiful source of the precious Acrylia ore upon the 
whole of Luclin. Countless miners and adventurers alike have lost their lives in attempts 
to recover this precious ore, but likewise, countless more have found fame and fortune 
with their success and triumphs over the dark Acrylia mines. 


Background 


The discovery of marble-like material with phosphorescent veins encased within Luclin's 
earth was perhaps one of the most important events to ever occur within the Vah Shir's 
fledgling history. This material, named Acrylia by its discoverers, would allow the Kerran 
nobles to construct a city of unrivaled magnificence and beauty. It would also become 
one of the darkest threats to ever descend upon their homeland. 








= A ^ч åA A ^ч" ^ ^ч ^ч m ^^“ 


~ 


Vah Shir shamans located a spot near the site of their sacred earth that was heavily 
saturated with the beautiful ore, ignorant of the subterranean creatures that lurked 
beneath Luclin's surface, As mines were constructed and excavations to unearth 
this glorious substance began, the vicious and hostile lunar creatures made their 
presence known, 


Grimlings, bloodthirsty hordes of 
misshapen humanoid creatures, and 
construct beings of unnatural origin 
eventually drove the Vah Shir out 

of the mines, The Vah Shir were 
successful in retrieving enough Acrylia 
to construct their city before the 
attacks began, but the substance's 
properties were far too valuable to 
ignore. To this day, the Vah Shir lead 
expeditions into the mines and Acrylia 
continues to slowly seep into the 
cultures of Luclin's empires. 


Twisted, gnarly Grimlings are vigilant and vicious 
guardians of the subterranean Acrylia Caverns 





Notable NPCs 
Tashakhi, "The Master" 


When the one known as The Master took control of the Grimling race, he twisted their 
minds so that they could act as competent slaves and soldiers who know only obedi- 
ence and loyalty. With the subdued Grimlings beneath his control, The Master began to 
construct a great complex in the depths of the mines - a complex that over the passing 
years began to mirror the grand city of Shar Vhal. 


It would later be discovered by Vah Shir historians that The Master holds the proper 
name of Tashakhi, although its origins remain a mystery. Some have pointed out the 
curious the similarities between Shar Vhal and Tashakhi's construction in the depths of 
the mines, but none have been able to give sound reason to this strange confluence, 


The Master resides in the inner-most depths of the mines, overseeing the hard labor of 
his slaves, Many an adventurer has stumbled upon The Master's lair, yet nearly all have 
perished from his wrath, Those that have been fortunate enough to survive an encounter 
with Tashakhi have told gruesome tales of his unnatural ability to change his adversaries 
into mindless, grimling slaves, turning whole parties against one another, 


Bestiary 





( Monster Level: Monster Examples: 
N/A Clockwork Guides 

| Clockwork Cleaners 

( Merchants 


Guildmasters 








Dangers 


The gnomes of Ak anon remain reclusive, even after decades of being open to the world 
and tend to treat other races with tension and at times, hostility. Those of the darker 
allegiance can especially rankle their flighty trust. 


Despite the gnomes' dislike of outsiders, they have been touched with the dark arts 
of necromancy. In the depths of the city lies the Temple of the Dark Reflection. 
( Their presence is known and tolerated to a degree, though they strive to ward away 
unwanted attention to their dark dabbling. The young populace is especially cautioned 
( ( from showing interest in the cult and is advised to avoid the temple. Since they have 
( left the citizenry alone, the followers of The Plaguebringer feel they should deserve the 
( same "courtesy." 


(C Benefits 


( ( Young gnomish adventurers begin the first steps of their training and initiation into the 
( ranks of Norrath's heroes within the walls of Ak'anon. From each of the nine guildhalls 

( these young adventurers will take their first steps into the world and begin to harness 

{ their individual power with the guidance of their guildmasters. Each pupil is put to 

several tasks as a part of their initial training and if successful in fulfilling their master’s 

duties they, shall be rewarded with equipment to aid them in their fledgling adventures 

( beyond the city gates. 


Background 


Ak' anon, home of the gnomes, is a maze of tunnels carved beneath the Steamfont 
Mountains on the continent of Faydwer. The entrance is dug into the face of one of the 
mountains and is guarded by warriors of both clockwork and mortal build. Dark and 
grand with carvings and jewels, the city is filled with the strange machinery of gnomes, 
and powered by cold water. 











= anon Bae zs ЕИ браво Reclusive by nature, the gnomes wished to remain apart from the raging conflicts 
The Ak anon Zoo G. Merchants Quarter | of Norrath's surface dwelling races and were one of Faydwer's secrets for centuries. 


Abbey of Deep Musing H. Steam Generator The years of seclusion allowed the gnomes to continue their projects and research in 
. Ak anon Palace 1. То the Steamfont Mountains 


Library Mechanamagica J. Watchman Training 5 
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bung Gnomish adventurers begin their training and 
itiation within the walls of Ak ‘anon. 





Ak anon 





relative peace. When the time came for their presence to be discovered, it was a discovery 
of magnitude and wonder unfathomable by even the most eccentric of the era's bards. 


Now а well known part of Faydwer, the gnomes of Ak anon continue to remain as far 

from the affairs of the continent's other races as possible. However, their discovery led to 

their mechanical inventions being unleashed upon the world. Clockwork mechanisms of 

all sorts made their way across the 
globe, entrancing and bewildering 
all of Norrath’s citizens. Some of 
these mechanisms would eventually ( 
escape their crafters into nearby 
countryside of Steamfont, where 
even today the rogue clockworks ( 
can be seen roaming aimlessly. 


( 
Notable NPCs 
King Ak anon 
The city of Ak anon is ruled by King ( 


Ak anon, considered the greatest 
invention of all of gnomish kind. 
An immortal ruler who represents all ( 
that the gnomes have prided themselves upon since their creation ~ immense creativity 

and ingenious craftsmanship—King Ak anon is a mechanical construct like no other. 

Although the King is of clockwork construction, every bolt, nut, and turning cog of his ( 
form has been infused with the original entity of thought, emotion, and intelligence. 


During the first years of King АК`апоп% reign, it is said that he brought great prosperity 
and peace to his people, delivering them from the depths of an ancient and mysterious 
conflict where his predecessors had previously failed. For nearly two hundred years the 
beloved King Ak anon presided over his city and loyal people, but he had grown old 
and weary. As a gift to their most beloved king, the priests and arcane scholars of the 
city constructed what would be their greatest invention. 


King Ak anon has presided over his people for nearly five centuries, and not one year 
of his rule has yielded a hardship that can be compared to those of Norrath's other 
civilizations. Strife and war has been all but abolished, giving the gnomes of Ak anon 
room for creativity, research, and celebration – despite their religious persuasions. 
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Akheva Ruins 


Bestiary 








Monster Level: Monster Examples: 
Centi 


45-60+ Shades 
Mind Burrowers 
Shaded Stones 
Akheva 








Dangers 


Adventurers who have braved and survived through the ruins of Ka Vethan report a large 
variety of strange creatures dwelling within the confines of the ruined city. Most notable 
of these creatures are the centi – beings of tangible shadow and life. These creatures, 
constructed out of the physical forms of Tegi prisoners and the enchanted blood of the 
Akheva priests, obey the every command given to them by their masters. 


Shaded Stones, golems of solidified shadow and primal earth, serve their Akheva 

creators mindlessly. Behemoths of brute strength and unnatural speed, the Shaded 

Stones make deadly adversaries for even the most seasoned of warriors or cunning ( 
of rogues. However, strangest of the Akheva's servants are the Mind Burrowers - fierce 

creatures of mass intellect and a wily malevolence notorious for their ability to drain 

the spiritual and arcane essence of mana from their victims. 


Beside the tortured constructs of the Tegi and other strange, dark beings to inhabit ( 
the ruins are the Akheva outcasts. Despite their conflict and differences with the greater 

Akhevian empire ruled by Atenha' Ra, the Akheva retain their absolute loyalty to Luclin 

and the ultimate cause of their existence - to abolish all intruders from the face of their 

divine maiden's world. Any and all outsiders are greeted with hostility, and countless 

adventurers or unfortunate wanderers have found their end at the arms of these deadly 

guardians of Luclin. 


Benefits 


As the Akheva Ruins are the remains of a formerly great city destroyed in the pinnacle 

of war, many different weapons have been recovered by adventurers from the clutches \ 
of the ruins’ inhabitants. Since many of ће Centi weapons аге common, it makes hunting 

here for treasure an easy task. 


і 





\\ 





Васкегоипа 


Ка Vethan was the first stronghold of the Ahkeva – a dark, malevolent race that pays 
homage to the Maiden of Shadows as its creator and act as fervent guardians of what 
it believes to be her realm, the moon of Luclin. This first great city was destroyed by the 
Maiden's Scar, a powerful storm that erupted through the countryside and now lies 
dormant across the twilight skies. It is 
known that the storm was summoned 
by Atenha' Ra, one of two Akhevian 
priestesses, who vied for power 
during the ancient Ahkevian civil war. 


Now all that remains of the once 
enormous, living citadel are piles 

of solid, dead matter of shadow 

and stone that had once composed 
the grand fortress. However, the 
destruction of this great citadel had 
not stopped the conflict, for the two 
opposing factions of the Akhevian 
race remain – those loyal to the 


05 5 ` A formerly great city destroyed in warfare, finding 
presiding priestess, Atenha'Ra, who weapons in the ruins is a relatively easy task. 
resides in the new citadel of Vex Thal, 


and those who have been outcast from 





their society as heretics for their loyalty to the treacherous and deceased Akelha'Ra. 


Immortal and androgynous in their nature, the Akheva have not forgotten this ancient 
conflict and both sides continue to uphold a fierce rivalry and disdain for one another. 
Akelha'Ra's loyal supporters remain fiercely devout to their initial cause and have not 
resolved to lay their ultimate purpose to rest beside their fallen leader. The outcasts 
remain within the ruins of Ka Vethan, but their purpose is guarded by an impenetrable 
umbra of mystery. Some believe that the outcast Akheva remain amongst the rubble of 
their defeat out of fear of their enemies' wrath, but a more common regard of their 
actions is one of speculation surrounding a dark and much deeper purpose, one that 
remains well-guarded beneath anachronistic demeanor that fuels their stay. 


Notable NPCs 


4f Itraer Vius 
4 Shei Vinitras 


4 Va Dyn 











To Lake Rathetear 





B. Field of Death (PvP area) 











Bestiary 
Monster Level: Monster Examples: 
N/A None 

Dangers 


The Arena itself poses little danger to any simple visitor, but it is when adventurers 
come en masse that the ground becomes strewn with blood, chaos, and vicious battle. 
The Power of Discord holds sway over the Arena and allows any player who chooses 

to enter the power to harm other players, regardless of the normal influences of Order. 
Many a great duel has been fought within the circular walls, Crowned with glorious 
spires rivaled not even by the grand architecture of the Combine, and countless lives 
taken by its warriors. However, all who have been crowned champion or fallen to thelr 
challenger's blade have done so on their own accord within these walls, for no creature, 
human, elf, or ogre claims this region as home, 


Benefits 


Adventurers of all races, religions, and class can meet safely here for tests of skill and 
might, and battle without the fear of being interrupted by disapproving city guards or 
threatening creatures. 


Background 


À passageway carved into the cliff face overlooking Lake Rathetear leads into the 
glorious gladiatorial compound known simply as the Arena. Little is known about this 
mysterious area before the times of the Combine Empire upon Norrath, the documents 
and history surrounding this unrivaled arena having disappeared sometime during the 
height of the Empire's reign. 


Many, namely the ogres, claim that its mystery goes deeper than mortal hands – that 
only one being could have constructed such a massive compound dedicated to the 
art of battle, That being is the great Warlord himself, Rallos Zek. 


Most scholars dismiss this as a fanciful tale and strongly believe the Arena to have 
been constructed by mortal hands for mortal purposes, although what exactly those 
purposes were has been lost for decades, It is not often that entire records of history 
vanish so suddenly without trace or remnants to suggest purpose or reason. 


_ The Arena c 


( 
Thus, scholars believe that the Arena held some importance to the faction that had , 








once built it but somehow, and for reasons unexplained, they abandoned their great ( v 
structure when the Combine rose to the pinnacle of its hold upon Norrath. ( 
Many have reduced their hypotheses regarding the Arena's mystery to a very simple ( 
explanation – that the culture who built this grand structure did not make records that 
could leave tangible traces through- ( 


out the eras. They say that when the 
mighty Combine was instated, they 
fled to join the ranks in their contin- ( ( 
uing search for glory. However, no 
records or history of such a culture 
have been found, even after the ( ( 
discovery of the Combine remnants 





upon Norrath' satellite, Luclin. \ ( 
Now all that remains to fuel one of ( 
Norrath's greatest mysteries is the ( ( 
compound itself, forever drenched in 
crimson from the countless battles l ( 
The power of Discord holds sway – allowing combat to that have been fought upon its ( 
ake place regardless of the normal influences of Order. ground, The Arena is visited to this ( 
— day by adventurers and would-be C 4 
gladiators who hone their skills in oftentimes, although not always, friendly duels and 
contests of might and strength. ‹ 
( 
Notable NPCs í 
Soulbinder Gendal ( 
The only creature that players might find within the walls of the Arena is that of ( 
Soulbinder Gendal. It is rumored that Gendal was once a great warrior whose soul 
( 


has been trapped in the tortured existence of a skeleton who wanders the arena floor. 
Gendal will offer to bind the essence of adventurers who are foolhardy enough to tie ( 
their destiny to the floor of the Arena. 
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The Bazaar 


Bestiary 








Monster Level: Monster Examples: 
N/A None 
Dangers 


There are no inherent dangers in the Bazaar. 


Benefits 


The Bazaar is a common place where travelers of all race, religious persuasion, and 
profession may meet to exchange goods and barter for the prized crafts of tradesmen. 
The only prejudice that resides in the Bazaar is those of the individual, although these 
prejudices are not upheld by the native residents. 


Background 


The Bazaar is one of three main parts that belong to the region known as Fordel Mist, 
or Shadow Haven that resides upon Luclin. All visitors to the largest satellite of Norrath 
must pass through what is known as the Nexus, the first of the neutral triad upon 
Luclin. It is from the Nexus that travelers and eager tradesmen may access the Bazaar. 


This arm of the neutral triad is the marketplace where tradesmen, adventurers, and 
scholars alike can meet without bias or fear of racial or religious prejudice from the 
native citizens. The Bazaar is the only place upon the known expanse of either Norrath 
or Luclin where horses can be purchased or sold back to stable hands. A grand arena 
can also be found within the Bazaar where adventurers can test their might with one 
another in friendly duels. 
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Notable NPCs 


The Amondson Brothers 


The Amondson brothers are a family of once traveling merchants who have settled into 
the quiet life of horse traders on the Bazaar. They trade in all shapes, sizes, and qualities 


of equestrian animals, and offer the best prices in the Bazaar. In fact, you'll have a hard 
time finding a horse for sale anywhere 


else in the world. The Amondson's 
stable hands handle most of the sales 
of horses and bridles, but the brothers 
themselves handle all the actual 
buying of animals. 
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ly place in either Norrath or Luclin 
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Befallen 


Bestiary 


Monster Level: Monster Examples: 


1 25 Shadowknights Mummies 
F Necromancers Ghouls 

Skeletons Zombies 
Dangers 


Befallen's danger lies not only in the surplus of undead creatures mindlessly lurking in 
every corner of this compound, but also in the irreparable damage done from countless 
years of desert exposure. The floors are unstable and oftentimes, unwary adventurers 
have fallen to their deaths or worse. 


The construction and layout of the area also lends some difficulties in traveling from 
level to level. Each floor is guarded by a door that requires a key – perhaps the only 
remnant of the former intelligence to have inhabited this place. Adventurers have said 
that the living Shadowknights who claimed this place as their research grounds hold 
the only keys to the descending levels of the compounds, and the only way one might 
retrieve these keys is to face the Shadowknight in battle. 


Many powerful Necromancers dwell here, as well as many undead creatures that will 
disease you with their very touch. 


Benefits 


Befallen has much to offer visitors. Practitioners of the dark arts such as Shadowknights 
and Necromancers often come here to collect bone chips for their dark summonings. 
Clerics and Paladins likewise venture here, for their powers granted by their deities are 
quite effective against the undead creatures that inhabit the area. 


Background 


Upon the outskirts of the Western Commonlands, nestled beneath the last, sandy 
reach of the desert of Ro lies a compound of irreparable ruin. Befallen, the name given 
to this place of haunting mystery and the gruesome torment of unlife, is a place that 
has become enshrouded in the passing legends of history. The origin of this once great 


temple has been a subject of debate among scholars of different cultures for generations. 
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Some, namely the Teir Dal, claim it to be the remnants of Takish Hiz, the great Koada Dal 
city that resided within the Eddlar Forest. When the great fire mercilessly tore through 
the once grand expanse of life and evergreen flora, rendering it into a wasteland now 
known as the Desert of Ro, the city was destroyed – its ruins buried in the depths of 
coastal sand, or destroyed by the harsh climate of the unforgiving desert's scorn. 


Others have explained the ruins to be 
a forgotten citadel of the Knight of 
Marr, established when the threat of 
the cutthroats and corruption of 
Freeport had begun to surface from 
the shadows. Despite its debated past, 
the fate that befell this once-beautiful 
compound of azure marble houses 
only the voiceless undead. 


The entrance to the ruined compound 
is submerged within the dunes of Ro 
that reach out to the final boundaries 
of the Western Commonlands. As one 
enters the foreboding passageway of 
cracked marble and sand, they shall 
find themselves quickly standing in 
the center of a once great compound. 
The countless years of being subject to the cruel conditions of the desert has left the 
area scarred and irreparable. Great holes lie with in the floors and ceilings, while mounds 
of rubble lay scattered across the floors that they had once walled in. 


Danger lies in the surplus of undead creatures lurking 
in every corner of the compound. 





Necromancers and Shadowknights have come to research the properties of the undead 
here, and many a daring adventurer seeking wealth, fame, or to smite the undead 
abominations that lurk within every shadow of Befallen have found their gruesome 
demise at the quenchless blood lust of the ruins' inhabitants. 


Notable NPCs 


> Gynox Moltar 
> Skeleton Lrodd 
> Priest Amiaz 
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Blackburrow 


Bestiary 





Monster Level: Monster Examples: 


Giant Snakes 
1 ni : Razorgills 
Gnolls 
Dangers 


Blackburrow is a very dangerous place to be for a young adventurer. Gnolls, when in 
trouble, will flee to find help. A gnoll that you let flee may bring back many of its 
brethren to finish you off. 


Beyond the dangers of the gnoll inhabitants of the complex, the terrain itself poses 
many hazards to unwary adventurers and travelers. The area has become rather 
unstable and chaotic in its layout since the arrival of the gnolls. They have not 
upheld the meticulous dwarven architecture of the original structure and their own 
modifications to the site have resulted in many dangerously unpredictable oddities. 


Wooden bridges are narrow and oftentimes carelessly constructed, leaving those 

who are not quick and attentive to fall to the dangers below. Upon the surface level 

of the burrow, there are two specific dangers that have claimed the lives of many an 
adventurer. One of the several trees is in fact a secret passage to the lower level of the 
gnolls' den; however, this passage has been left in ruin and is but a steep shaft that has 
caused many a traveler to plummet to their death, or worse. 


The second notable danger is the great pit that extends into the bowls of the burrow 
and takes up nearly the entirety of the burrow’s surface level. Travelers are advised to 
be wary of this pit, for the only way to escape the waters below is to trek through the 
hostile depths of burrow that lead back to the surface. 


Benefits 


With precaution and the aid of companions, Blackburrow is a great place to gather 
basic equipment for all mid-seasoned adventurers. Gnolls carry with them many 
things of value such as armor, weapons, earrings, and most importantly, bags of coins. 
Blackburrow is also a great place for young adventurers to prove themselves as 
heroes to the people of Qeynos and perhaps gain repute among their citizens and 
untrusting guards. 








Background 


Nestled between Qeynos Hills and the peaks of Everfrost to the north, Blackburrow is 
the present day home of the Sabertooth Gnoll Pack. In the past, over 500 hundred 
years ago, the original excavation of the deepest level was done by a group of dwarves 
long since forgotten to time. Evidence of their superior stonework can still be found 

in sections of the complex, although 
their purpose within this region of 
Norrath remains as mysterious as 
their fate. 


The Sabertooth Pack originated in 
the Jaggedpine Forest, but migrated 
to the hills that laid just beyond 

the evergreen woodland's borders. 
There they found the abandoned 
Blackburrow complex at a time 
when the then-nomadic people 

of Jaggedpine were inexorably 
driving them out of the forest. 

The Sabertooths retreated to the 


А gnoll that you let flee may bring back тап) 
complex and made it their stronghold brethren to finish you off. 

as the conflict with the human settlers j " " 
began to reach dangerous levels. 





The Sabertooth clan has remained active in the area now known as Qeynos Hills since 
before the construction of the great human city of Qeynos. It was around the time that 
Antonius Bayle, the Great Unifier and the patriarch of this famed namesake, united the 
coastal settlement of Oceangreen with human clans in the regions of the Karana plains 
and the Jaggedpine Forest, that the construction of Qeynos began. 


When Oceangreen was first created, the yet to be named, Qeynos Hills was home to 
several different clans of gnolls. Only one of these clans the Sabertooth clan, the 
largest was violent towards human settlers. However, this violence would not hinder 
the construction of what would become the jewel of the human race. 


One generation later Antonius Bayle Il, the Great Defender, appointed Gynok Captain of 
the Tower Guard. Captain Gynok Moltar would order small units of his guards to slay 
gnolls in Qeynos Hills, unbeknownst to his superior and commander. It was well known 
that Gynok despised the gnolls, who had slain his parents years before. Gynok would 
later cut off High Shaman Opalla's hand during the elder gnoll's attempt to make a 
treaty of peace with the humans. This horrible act led to the eternal war between the 
citizens of Qeynos and the Sabertooths. 
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Blackburrow 


Notable NPCs 


Gnoll Commanders 





The gnoll commanders are the most powerful of Blackburrow’s defenses. They are great 
warriors, despite the mundane and almost debased appearance of their weapons when 
compared to the mighty steel of Norrath’s more fearsome foes. It would be foolish to 
engage one of Blackburrow's most adept warriors without proper respect for these 
creatures as true adversaries of notable strength. 
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Burning Woods 


Bestiary 


Monster Level: Monster Examples: 


45-60 


Forest Giants 
Giant Wasps 
Gorillas 
Sarnaks 


Dangers 


This territory is home to many creatures of significant prowess and is infamous for 
claiming the lives of many an unwary traveler who unknowingly wanders into the area. 
Native beasts such as the extremely aggressive giant wasps, forest giants, and gorillas 
call this place home and violently defend their territory without bias. 


Unnatural abominations, such as undead gorillas and the tortured remnants of many a 
fallen Iksar, share this region with the м/оод 5 living residents. It is believed that these 
monstrosities of nature are somehow linked to the mysterious smoldering sphere. 


Sarnak scouts and harvesters are not uncommon to this region, as their imperial home 
of Chardok lies safely nestled within the forest. These half-dragon, half-Iksar creatures 
are as deadly as the natural and unnatural inhabitants that roam the entire expanse of 
these woods, and like them, they will attack travelers on sight. 


Any seasoned adventurer who seeks these infamous, dark woods is strongly advised to 
bring with them the strong arm of many a trusted and faithful companion if they wish 
to survive the first steps beyond the wood's boundaries. 


Benefits 


Although the dangers are great in this dark, shady wood of eternal fire and ash, many 
brave adventurers and their companions have discovered the secrets of the ancient 
inhabitants of the forest and returned to their homelands with wondrous treasures of 
armor and spells. 


Background 


The name of this forest is believed to have originated during the end days. When the 
once lush evergreen woodland was incinerated and smoke from the conflagration 
darkened the entire continent. Slightly southeast of the center of the woods lies an 








enormous crater that still holds in its depths the orb which impacted the earth with 
deadly force. The origins of this mysterious, eternally smoldering sphere remain 
unknown, but it is believed that this impact is what ultimately led to the wood's fires 
that, to this day, continue to eat at the remnants of the flora that had at one time 
flourished here. 


The Burning Woods is bordered 

by the volcanically active range 

of Skyfire to the north, and the 
beautiful-yet-dangerous plains of 

the Dreadlands to the east. Within 
the dark depths of the fire-plagued 
woodland, the imperial compound of 
the fledgling Sarnak nation, Chardok, 
remains safely concealed and guarded 
by both natural threats of the forest 
and Sarnak guards that zealously 
protect its gates. 


Notable NPCs 


Gorgul Paclock 


атак scouts and harvesters are not uncommon to 
the smoldering woods. 





Little is truly known about this 

mysterious creature. Undoubtedly one of great wisdom and might, the mysterious orb's 
unexplained and unknown effects may have touched his existence like many of the 
other wood's inhabitants. Many claim that he has outlived any giant known across 

the great expanse of Norrath. Some believe him to be one of the few living relics from 
the era before the curse of Zek's children. This has never been proven however, and is 
a theory doubted by most scholars and historians. 


It is rumored that the Gorgul holds some of the greatest treasures forged by their people 
and thus, many have sought him out for the chance to engage and perhaps defeat him 
in order to possess these rumored items of legend. 
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Bestiary 
Monster Level: Monster Examples: 
1 2" 5 Emerald Drakes 
Basilisks 
Goblins 
Scarabs 
Dangers 


The natural beasts that roam Butcherblock pose little real threat to the inhabitants and 
travelers of this region. However, the goblins that have surfaced from the depths of the 
mountains' core to engage in ageless rivalry with the dwarves have viciously ended 
many a traveler's life. Goblins are rarely seen alone due to their preference for group 
hunting and travel, but in the Butcherblock Mountains they are most often found in the 
relative "comfort" of their simple camps of animal hide tents and campfires. 


The dangers of the Butcherblock Mountains are not limited to the area's natives, however. 
Upon the shores of the Oceans of Tears resides a dock where two ships from Freeport 
stop several times throughout the day. These docks were built by the elves of Faydwer 
but are patrolled and fiercely guarded by the dwarves of Kaladim. Dwarves, being a race 
of noble intentions, are known to have a strong and often brutal intolerance of the dark 
races such as Ogres and the Iksar. 


Those travelers whose foundations lie in the persuasion of evil must tread with great 
care upon arrival and are even advised to avoid the dwarven patrol routes along the 
roads that wind through the mountains, lest they find themselves at the merciless 
edge of a dwarven axe. 


Benefits 


The Butcherblock Mountains have been used as a training ground for young dwarves 
since the opening of Kaladim's gates to the surface of Faydwer. The rugged terrain 
combined with the ideal ocean-front climate has allowed many species of hardy 
creatures to successfully thrive within the wilderness of the mountains. Creatures such 
as emerald drakes, scarabs, and basilisks thrive in great diversity and plentiful numbers, 
but do not pose an immense hazard to the citizens of Kaladim, the cunning adventurer, 
or the simple traveler. 


In fact, the vast majority of the creatures that wander the Butcherblock Mountains 

will not engage a simple passerby unless provoked. The calm nature of the mountains' 
residents make this place ideal for training young adventurers for their future endeavors 
in the more dangerous and perilous regions of Norrath. 
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Butcherblock Mountains 


Many druids of the land use the ancient ruins as a focal point for their teleportations. 
Those who are not of the druidic persuasion can avail themselves of the more plebian 
transport of the great ships that regularly sail to Freeport in Antonica, as well as Firiona 
Vie on the continent of Kunark. 


Background 


Rising up from the shores of the 
Ocean of Tears and towering high 
above Dagnor's Cauldron and the 
Greater Faydark Forest are the peaks 
of the Butcherblock Mountains. 
These mountains cradle the home 
of the dwarves, Kaladim, which 

was dug beneath the very roots of 
these mighty behemoths of earth 
and granite. 


Due to their close proximity to the 
Ocean of Tears, the Butcherblock 
Mountains are graced with a 
temperate climate that consists 
of a constant, ocean breeze and frequent, mild showers of cool rain and costal fog. 
This climate has generously given birth to the lush vegetation to flourish in this area, 
making the Butcherblock Mountains the emerald jewel of Faydwer. 


The dwarves of Kaladim, for whom the mountains have provided generous bounties of 
precious jewels and the finest iron ores in all of Faydwer, speak an awesome legend 
surrounding the mountains and its importance to their people. According to this legend, 
a dwarven hero of unsurpassed might and honor by the name of Dagnor Butcherblock, 
for whom these mountains are named, pounded these hearty towers of earth and stone 
from the very heart of Norrath. 


Notable NPCs 


Zarchoomi and Cornflunk 


Not too long ago a small clan of ogres known as the Mudtoes dwelled in the 
Butcherblock Mountains. For years they posed a small threat and an astronomical 
nuisance to the dwarves of Butcherblock, staging small raids upon dwarvish caravans. 


Survivors of these attacks would return to their native cities with gruesome tales of the 
ogres’ brutality and how their companions were subject to the ogres’ insatiable appetite 
for dwarven flesh. Eventually one dwarven hero, Trondle Ogrebane, became so irate with 
the continuing reports of these monstrosities and their crimes against the otherwise 
helpless dwarven citizens that he single handedly saw to the destruction of the small 
clan, ending their collective threat. 


Although most of the clan was killed at the end of Trondle's axe, several survived and 
continue to roam the mountains, attacking the goodly adventurers and travelers of 
the region. Two such ogres, perhaps the most infamous of the modern remnants of the 
dissolved clan are Zarchoomi and Cornflunk. Their strength is incomparable to the 
might of a seasoned adventurer, but to the young pupils and unknowing travelers of 
Butcherblock, they pose a significant danger. 


Byzan Bloodforge, an esteemed and highly decorated warrior in Kaladim and one 

of many guildmasters of the Stormguard order, has grown weary of these two ogres' 
presence and the reports of his young warriors meeting their untimely demise at 
their clubs. If inquired about Zarchoomi and Cornflunk, Byzan will bluntly demand 
their heads, his irritation at their existence more than apparent. It is said that the brave 
adventurer who completes such a task will be generously rewarded for his valor and 
success by nothing less than his own namesake craft - the famous Bloodforge Armor. 
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E. Fortress Talishan 
F. The Block (Cabilis Bank) 
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Bestiary 





Monster Level: Monster Examples: 


N/A Iksar 
Froglok Slaves 








Dangers 


The city is a deathtrap for those not allied with the various sects of the xenophobic Iksar. 
Those who have not been accepted are advised to avoid Cabilis' gates at all costs, lest 
they face the swift and merciless blades of their militia. 


Benefits 


For those allied with the Iksar there are a wide variety of guild trainers and shops, and 

a bank is also available. Those hatchlings that have been called into service by their 
respective cast leaders will receive attentive training and tasks to perform. When they 
have completed their masters' expectations, they shall receive the first equipment to 
guide them upon the long journey to greatness, helping rebuild the former glory of the 
Iksar Empire in the wake of its greatest heroes. 


Background 


Cabilis, or New Sebilis, is the birthplace of the new Iksar Empire. While many of their 
brothers and sisters still huddle together in smaller camps and settlements across 
Kunark, Cabilis is where the Iksar are attempting to reclaim some of their former glory. 
Originally, the Iksar had wanted to reclaim and rebuild their ancient capital of Sebilis. 
However, the Poison Dragon, Trakanon, put a swift end to those plans with his contin- 
ued hatred for the whole of the Iksar race. 


The town of Cabilis had fallen during the slave revolts, and had subsequently sunken 
into the moors northeast of the Lake of Ill Omen. It is here that the Iksar have been 
able to build a defense against their many enemies and are rebuilding a city befitting 
the millennia-old history of their people. 


Built on the moors, Cabilis' bodies of water are plentiful. Parts of the city are actually 
connected by canals rather than streets. Many areas of the city have been built upon 
the ruins of a mid-sized city of the Iksar Empire that had previously fallen into the 
moors, and the difference in the two eras can be noted in the combination of the 
two architectural styles and inconsistencies in materials. Most notable of this meeting 
of old and new Iksar era is The Gauntlet. This acting arena for the city is framed in 
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Cabilis, Western 


statues of unrivaled expression of the Empire of Old. Many of these statues have fallen 
subject to the damage of the moors that reside beneath their great stone bases, but 
the awe inspiring depiction of the Iksar heroes and generals in their timeless stoic 
command remains unobstructed. 


Large portions of the city remain under construction and many buildings and shops are 
nothing more than tents and hovels. ( 
The city is surrounded by a sturdy 
stone wall on all sides. It is this wall 
that has enabled the Iksar to make as 
much progress with Cabilis as they 
have. The city is ruled under the iron 
fist of Emperor Vekin, who resides in 
a palace located in the center of 
town. Many froglok slaves continue 
construction there at a constant 
pace. The palace complex also has a 
large structure that serves as prison, ( 
torture chamber, barracks for the city 


- Cabilis, Eastern ) | 
| 
| 





( 
he city is a death trap for those not allied with the guardan digi wies БОШО : 
dibus secte of the Iksat slaves are locked up when each shift С) | 
is exhausted. ©) | 
The eastern portion of the city holds the great majority of the Iksar community and ( | 
acts as the cultural and military epicenter of this former Empire. The guildhalls of all the 
Iksar casts, with the exception of the Necromancers, reside in this half of the city. ( | 


Many hatchling pupils of their respective cast can easily access the regions suitable for ( | 
these young trainees from the eastern portion of the city. To the north stand the gates í | 
that lead outward into the desolate Field of Bone where many of the Iksar masters 

focus their young pupils. The southeastern gates grant access to the Swamp of No Hope ( | 
where the Iksar gather the froglok slaves who toil for them. 
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Cabilis, Wertern 


Bestiary 


Monster Level: Monster Examples: 
N/A Iksar 
Dangers 


Like its eastern sister, the west wing of Cabilis is not welcoming of outsiders. It would 
be the final actions of a fool to cross the city gates of Cabilis without having earned the 
trust of the Iksar. 


Benefits 


A few merchants sell various goods here, and training for necromancers is available. 
Some of the masters in the Tower of Death will send their hatchling apprentices into the 
wilds beyond the city gates to complete certain tasks. Upon completion of these tasks, 
the Iksar apprentice shall not only prove themselves worthy to remain a living member 
of the Iksar race, but shall be generously afforded the tools necessary to advance in 

its studies. 


Background 


Like the eastern half of the city, the western wing of Cabilis is young in its foundation. 
Much of its architecture is shared with the remnants of older structures that have fallen 
into the unforgiving arms of the moors that this city resides upon. Unlike its eastern 
sister, the west wing of Cabilis' construction is completed and there is no longer a need 
for froglok slaves, leaving a purity of exclusive Iksar population. 


The west portion of Cabilis is home to the Tower of Death, a fearsome monument that 
houses the Necromancer cast of the Iksarian race. Within this tower, the Iksar continue 
the ancient and sacred tradition of their imperial ancestors in relative solitude from the 
bustling that consumes the eastern wing. 


The eastern wing of the city houses the headquarters of the Crusaders, elite militia 
guards who answer to the absolute dominion of the Tower of Death's hierarchy. 
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The Crusaders play a vital part in counteracting the constant threats coming from 
the territories beyond the eastern walls – Warslik’s Wood and the Lake of Ill Omen 


ti Wes have proved to be of great interest and fascination to the Iksar of Cabilis 
E T such attention has inevitably aroused the opposition of the region's thhabitants. 
e goblins and giants of Warslik’s Wood have, unpredictably, proven to be a force unto 


themselves, and the Sarnak of t eL erestim 

m у ake of Ill Omen are not to be und i i i 
У restimated in the 

hatred of their former Iksar masters. | e 


Many hatchling pupils have exited 
the gates to the east to never be 
heard from again, yet many have also 
found great success in these regions. 


The Tower of Death is a fearsome monument that 
houses the Necromancer cast of the Iksarian race. 
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· Castle Mirbnoore 


Bestiary 





Monster Level: Monster Examples: 


Glyphed Ghouls 
20-50 Gargoyles 
Glyphed Sentries 





Dangers 


The exterior of the castle is zealously guarded by the vampire lord's undead, ghoul, and 
gargoyle servants, who attack and hunt in packs. The most powerful minions, he | 
reside within the castle walls. These include female vampiric servants who, in combat, 
are meticulously precise in strikes of both steel and arcane magics and should not 


be underestimated. 


All of Faydwer's residents have been warned to remain far from the castle, but still many 
a would-be hero must seek glory and triumph where others have failed. Those that 
choose to discard the warnings of the elves are strongly urged to bring with them n 
company of trusted companions, for Mayongs servants are so fueled by an unnatura 
bloodlust and zealous loyalty to their master’s wishes for privacy that they will engage 
and seek to vanquish any and all trespassers. 


Benefits 


Beyond the fame and recognition that would be generously bestowed upon those 
fortunate enough to have entered the castle depths and lived to speak of its horrors, 
the vampire lord’s dominion holds many ancient secrets that are beneficial for all – 
malevolent and honorable alike. 


Most notable of the treasures that can be found in the depths of this castle of darkness 
and blood is the Glyphed Shield – an ancient relic of unknown origins, thought to have 
been enchanted by the blood of the vampire lord himself and granted to one of his 
servants, who in turn gave it to their most prized ghoul. 


Background 


Eternally blanketed in enchanted darkness, the foreboding towers of Castle Mistmoore 
rise from a thick haze of mist enshrouding the whole of the Lesser Faydark. This castle 
has stood since before the elves fled Tunaria, now named Antonica, before the dwarves 
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had seen the light of the Norrathian Sun. It is rumored that the builder and inhabitant 
of the castle is an ancient vampire named Mayong, Lord of Mistmoore, who has lived 
well over ten thousand years. The elves of the Faydark know to stay clear of the castle 
and its surrounding lands out of a well-justified fear of the castle and its monstrous, 
bloodthirsty inhabitants. Few that have ventured to the castle have lived to tell the 
gruesome tales of the undead abominations that lurk within. 


None have reported any sightings 
of the vampire lord himself. It is 
believed that he currently resides 
elsewhere and in solitude, for his 
reclusive nature is nearly legendary. 
It is not inconceivable to think that 
some have had the unfortunate 
pleasure of standing within the lord's 
presence, but such meetings are 
those between servant and master, 
or prey and predator. 


Like its master, the castle and its 
origins remain shrouded in an 
impenetrable mystery and likely 
shall until the vampire lord deems 
it necessary to reveal such secrets, 
which in all likelihood will never come to pass. The castle itself is a structure of breath- 
taking, cathedral-like architecture, greater then any noble's palace and able to grip the 
heart of even the bravest of knights in a vice of unfathomable terror. 


The outer areas of the castle grounds are scrupulously kept by the vampire lord's 
ghoulish servants. Gargoyle constructs of stone, infused with the lord's eternal blood, 
guard every corner of the castle. All recognizable inhabitants of the area are of Teir Dal 
descent, although why the lord holds a preference for this racial monogamy among his 
servants remains unknown. Many have concluded that the vampire lord was once a 
Teir Dal himself, as grand portraits of a Teir Dal nobleman adorn the castle's interior walls. 
None have been able to ultimately confirm this suspicion. 


Notable NPCs 


Æ Princess Charista 


The vampire lord's castle is zealously guarded by his 
undead, ghoul, and gargoyle servants. 
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A. From the Overthere C. Teleport to the Entrance Area 


B. To the Overthere D. Teleport to Charasis Li 
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Bestiary 





Monster Level: 


40-60 


Monster Examples: 


Iksar Skeletons Golems 
Sarnak Skeletons  lksar Ghosts 
Sarnak Ghosts Ravengers 








Dangers 


Charasis holds many dangers for all adventurers who are brave, or foolish enough to 
activate the Howling Stones. Golems from the first Iksar Empire remain intact here, 
forever guarding this haunted ground. 


When Venril's cult attempted to resurrect their fallen leader, the souls that had filled 
Innoruuk's Cauldron had returned to the crypt and to this day these cruel, tormented 
spirits of the sacrificed Iksar haunt the halls of Charasis. 


The architecture of the crypt has fallen into disrepair in the passing centuries since 
the peak of the first great Iksar Empire. Deadfalls and pit traps have plunged many an 
adventurer and their party to their deaths. 


Benefits 


It is rumored that ancient treasures and relics of great magical power lie in the unplun- 
dered tombs of noble lords deep below the ruins themselves. Adventurers who have 
survived the tomb tend to return to their homelands well-rewarded. 


Background 


Nestled deep in The Overthere, Charasis is a place of mystery and dread for the Iksar. 
Long ago, Charasis, the birthplace of Venril Sathir, was a cliff city of considerable power. 
Now, it is nothing but ruins scattered across a canyon floor. All that remains is the burial 
place - a tomb of unspeakable horror filled with deadly pitfalls and ancient artifacts. 


Seeking to cheat death, Venril Sathir made a dark pact with Innoruuk. He began to 
sacrifice the weak and sick of the Iksar Empire to swell Innoruuk's Cauldron of Souls. 
When the Prince of Hate was satisfied, Venril was given the knowledge of lichdom. 
An amulet was prepared into which Venril siphoned his soul. Upon his suicide, loyal 
initiates were to enact dark rites upon the amulet with the aim of resurrecting Venril 
as an immortal undead king. However, his first son Rile, heir apparent to the throne, 
learned of his father's plans and interrupted the ritual, rendering it a failure. 
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Charasis, The Howling Stoner — 


Rile destroyed Venril's body and assumed the throne of his father's empire. However, the 
amulet was hidden in the crypts of Charasis by priests loyal to his father. There, à new 
dark cult dedicated to reviving Venril's soul was formed - The Cult of the Arisen. 


Built into the steep walls of the Canyon of Misery, the entrance to Charasis is marked by 
a ring of obelisks known as The Howling Stones. Covered with ancient runes glowing 
with arcane power, the stones seem 
to wail in torment. Moans and howls 
can be faintly heard throughout the 
tomb, echoing in tortured whispers 
off the steep canyon walls. To enter 
this ancient place, the ambitious 
adventurer must complete a series of 
tasks to obtain a key that will unlock 
the power of the Howling Stones, 
and grant access to the tomb. 


Notable NPCs 


Drusella Sathir 


Decades after his treachery, Sathir's 
son Rile would eventually fall in the 
great battle upon the waters of Timorous Deep. A merchant by the name of Vlistis came 
into possession of his remains, ultimately selling it to the descendants of the Cult of the 
Arisen. Cultists took the bones to Charasis and began to search for the Amulet of Sathir 
in the wreckage, hoping that by bringing the soul of the father into the body of the son 
that they would perhaps bring back the first king of Sebilis. 


Fifty years of searching finally revealed the amulet and dark rites were performed upon 
it and the bones of Rile. When nothing happened, the cult members believed they have 
failed utterly. They left the bones of Rile on an altar beneath the ruins of Charasis. 


However, the Cult was indeed successful, though in ways they could not have imagined. 
When the ritual was performed, the souls that had been trapped in Innoruuk's Cauldron 
were able to escape their torment and re-enter the material world. This phenomenon 
awoke the spirit of Drusella, the wife of Venril Sathir, who had died before his failed 
grasp at immortality. 


It is said that Drusella herself completed the ritual to return the spirit of her husband. 
Once accomplished, Venril entrusted to her the phylactery and the amulet. To this day, 
it is said that her undead form eternally guards his mortal spirit. 
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B. Chardok Bank 
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Bestiary 











Monster Level: Monster Examples: 
50+ Sarnak Sarnak Golems 
Manglers Undead Sarnak 
Iksar Golems 
Dangers 


The Sarnak were magically created by the Iksar, made by combining dragon kind and 
the Iksar themselves. The Sarnak are a ruthless avian humanoid race, powerful in war, 
and able to conduct some of the dark magics of their Iksar forebears. The Sarnak were 
used by the Iksar as a slave air force which would swoop down from the skies to shear 
everything in their wake. 


They are mortal enemies of all, and ally with dragons only when it suits their whim. 
They are ready to expand from their mountain cities and begin to build an empire of 
their own. They currently reside in the mountain city of Chardok, but have numerous 
mines and outposts scattered about Trakanon's Teeth and the Frontier Mountains alike. 
During the slave revolts in the End Days, the Sarnak ate many of their Iksar masters. 


Their power and longevity make them powerful foes indeed, and the years that have 
passed have afforded them the opportunity to form a militia of power equal to that 
of the Iksar. Adventurers who dare to enter the city of Chardok are strongly advised to 
bring with them a group of their most powerful and trusted companions, for as the 
Sarnak are fierce warriors, their abilities to wield the powers of the arcane are uncanny 
and flow like instinct through their dragon blood. 


Benefits 


The city of Chardok holds many ancient relics and powerful treasures of both arcane 
scrolls and the vast armory of their militia. Much of their treasures have been acquired 
from their success in the escape from their former Iksar masters, but much of it has also 
been forged by the Sarnak arcane masters. The treasures that can be found within the 
depths of Chardok have lured many an adventurer to their death, but have also made 
many rich, wealthy, and famous hero in their discoveries. 


Background 


Residing deep within the great mountain, Chardok is located in the Burning Wood. 
It is hidden within an eternal haze of ash, smoke, and dense fog that shrouds the dank 
evergreen woodland. Chardok is the imperial city of the Sarnak, ruled by the Di'zok 
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Chardok 


family under the Overking Bathezid. Chardok thrives on slave labor and great resources. 
The mountain in which it rests bears the same name. 


Chardok is built into the very core of the mountainside, making its location and 
architecture unique within all of the ever-growing Sarnak Empire. However, some 
Chardok homes are nothing more than tunnels and burrows. Construction within 

the city depends upon the petrified, 
stone-like wood that lies beyond 

its well protected gates, although 
architecture carved directly from the 
stone dug out of the mountain is 
not uncommon throughout the 
Sarnak city. 


The royal family of Di'zok has existed 
for a short time. In honor of their 
reign, namely Overking Bathezid, the 
Palace of Di'zok was constructed. 
This grand pavilion is where the king 
and the entire royal family reside. 


Chardok is the imperial city of the Sarnak, ruled by the Marbles, polished stones, ornate 


Di'zok family under the Overking Bathezid. 


>48 





rugs and tapestries collected by the 
Sarnak armies over the passing years 
generously adorn this beautiful palace. The pavilion has a private library where a vast 
expanse of knowledge exists. Known as Bathezid's Archive, the library is a cluttered 
mess of countless tomes, arcane scrolls, and encyclopedias containing vast amounts of 
Kunark lore. For the obsessed Bathezid wastes no time keeping things in order when 
their Iksar enemies continue to rebuild their fearsome legacy with every passing day. 


Beneath the city and deep within the mountain is the Chardok mine. This is an expansive 
system of tunnels and caves where the Sarnak slaves mine minerals and stone needed 
for their great city. The main water source for the Sarnaks is the Nak azar's Falls – a large 
cavern within the city that has an underground waterfall and lake. 


Notable NPCs 


Overking Bathezid 


Instrumental in the success of his people's release from their Iksar masters, Overking 
Bathezid named himself king of the Sarnak people when the first Sarnak outpost was 
constructed and his fellow Sarnaks did not oppose this self-appointment. Bathezid's first 
acts as king would allow the Sarnak to gain a sturdy grip upon several locations 








throughout Kunark, establishing the race as one of independence and a force to be 
reckoned with. He would then call for the construction of the city of Chardok within 
the Burning Wood. 


The Sarnak race have enjoyed much prosperity beneath his iron rule and continue to 
build their empire for the years to come, where they hope to see Bathezid lead them in 
the final campaign to destroy the Iksar once and for all. 


Overking Bathezid is a sorcerer of great might, having studied bits and pieces of the 
recovered Iksarian tomes. 
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A. To the Emerald Jungle 


B. Home of Lord Rak Ashiir 





C. Tower of Neh Ashiir 





Bestiary 











Monster Level: Monster Examples: 
35-50 Black Reavers Skeletons 
Fog Golems Phantoms 
Gyrating Goo Shadows 
Plaguebone 
Dangers 


A perpetual mist surrounds this city, giving it its name while at the same time 
diminishing visibility and providing cover for dangerous elements. It used to be the 
trade city of Torsis, a once wealthy place of merchants, smiths, and the home of the 
Army of Iksar. Now, the dead are said to walk its streets, seeking souls to devour and 
bodies to crush. 


Once composed of the finest limestone, marble, and other precious ores, this city has 
fallen into grave disrepair. The floors are often cracked and agape with massive holes 
where the unwary will fall into the murky waters below. 


Benefits 


Legends say that many a merchant of this now ruined city fell dead in the last days 

of the empire, gems in hand. Treasures and relics from an age that is eternally lost to 
Kunark have been recovered from the depths of these overgrown ruins. Arcane scrolls, 
gems, and weapons preserved throughout the passing centuries only by powerful 
enchantments and the unrivaled skill of artisan craftsman, are just a few of the treasures 
one might uncover here. 


Beyond the tangible rewards, the jungle ruins provide an ideal place for all classes to 
hone their skills and grow in power. The undead thrive here, and the spells of a priest 
are without equal in their effectiveness. 


Background 


The City of Mist is located in the Emerald Jungle, concealed deep beneath the wild 
overgrowth and trees. The jungle canopy shatters the daylight into pillars of green mist, 
leaving much of the city in cold damp shadow and darkness. Various vines and plants 
cover many of the buildings – or what's left of them – some are completely overgrown 
with vegetation. The sounds of birds and other jungle inhabitants echo throughout the 
abandoned streets of the city. 


Testaments of the city's once rich and thriving culture are everywhere, though often 
ruined or hidden by vegetation. The city is large and spread out, made up of various 
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City of Mist 


open-market squares, shops, homes, temples, and city buildings. At the height of its 
power, the city had a carnival-like atmosphere. Merchants and traders came from all 
over Kunark, peddling their wares and practicing their trades. 


Now all that remains are crumbling structures devoured by the unforgiving jungle. 
Fountains, once overflowing with fresh water, now dry and broken, are the centerpieces 
at the intersections of the city's main 
streets. Once beautiful marble bath 
houses are now ruined, pools of 
stagnant sludge. Merchant shops 
and homes lie in disrepair or complete 
ruin, abandoned many years ago by 
their owners during the city's decline. 


Temples and numerous official 
buildings are in worse condition than 
the others, as they were prime targets 
during the various wars that have 
occurred throughout the city's 
history. The undead lurk in shadows 

ly effective due to the many and basements, while ghosts are said 
to walk the streets and tend shops, 
stuck forever in the chores of their 
previous life. Though the Emerald Jungle is teeming with life, many animals instinctually 
avoid parts of the city, sensing its evils and dangers. 


Notable NPCs 
Lord Rak Ashiir 


Lord Rak'Ashiir, the first Lord of Torsis' long reign brought prosperity and growth to 
the city. Though Rak Ashiir himself was responsible for only a few temples and bazaars, 
he laid the foundation for Torsis to become one of the richest trade cities Kunark has 
ever seen. 


Now all that remains of this once great Iksar ruler is a withered shadow - a ghost of his 
former glory. As many of his descendants and their subjects, he haunts the ruined city 
but his consciousness and memories have been misshapen. The ghost of Lord Rak Ashiir 
believes himself still the ruler of a great, prosperous city, but the true nature of his rule 
and all his past is veiled eternally in a dark, impenetrable haze that has reduced this 
spirit to but a being of immense power and merciless confusion. 


( 





However, Lord Rak Ashiir's spirit is not hostile to adventurers lest they provoke him with 
blades or arcane spells. Even the destruction of his ethereal subjects and the stone 
golems - the relics of the lost ages of this city's glory – shall not bring about his wrath. 
None know exactly why Lord Rak Ashiir's spirit has returned, but many believe his 
presence can be attributed to the curse that befell the entirety of the city when the 
empire collapsed. Rak Ashiir was, after all, the father of Torsis. It is only fitting for his 
spirit, the eternal spirit of the city, to return. 
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Cobaltrcar 








A. To Skyshrine 


B. To Siren's Grotto 





C. Dragon Circle 


D. Othmir Camps 


Bestiary 





Monster Level: Monster Examples: 
Othmir Shaman Haunted Seachests 


36-60 Othmir Warriors Sirens 
Othmir Pups Arctic Wyverns 
Cobalt Trigger Bulthar 
Cobalt Drakes 








Dangers 


The Cobalt Sirens are known to be the most lethal danger in this realm. Their magical 
abilities grant them tremendous strength, and their enchanting abilities give them the 
power to charm their enemies and summon powerful magic-based damage spells. 


However, the largest danger most people will face while entering the Cobalt Scar 
are not the sirens, but the population of wyverns and Cobalt Drakes. These dangerous 
creatures can be found along the top of the ridges. They are considered to be deadly 
to those not following the Claws of Veeshan. 


Benefits 


Many gems needed for Velious armor can be found in this realm. Due to the nature of 
its geography, this zone can be a good place for lone adventurers. The treasures found 
within this zone are reasonable, although the primary benefit comes from the experience 
that can be gained fairly rapidly. 


Background 


The Cobalt Scar is a region in Velious inhabited mainly by the Bulthar, the Othmir, and 
the sirens. The region itself neighbors Skyshrine and Siren's Grotto. Its layout mainly 
consists of an island-like peninsula surrounded by water. Many sharks and fish can be 
found lurking in the deep blue sea. 


The southernmost scar is divided into Dragon Claw peninsula and Siren's Bay. The bay 
is filled with the frigid waters of the Cobalt Ocean and is overlooked by an impassable 
Cliff face that serves as its northern border. The peninsula slopes into Siren's Bay, creating 
beaches along its southern coast. Shelter from strong tides and winds, and the slope 
of the Dragon Claw peninsula have been instrumental in forming the only true beaches 
in Velious. Sand is not present on the rocky beaches. Instead, the flatter expanses are 
covered by gravel formed of stones and pebbles that have been worn smooth by the 
gentle waters of Siren's Bay. 


The beaches are the home to the largest colony of Othmir in Norrath. These peaceful 
ottermen spend their time collecting the arctic crustaceans that they feed upon. 
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Commonlands Eart 


The largest threat to the Othmir is the Bulthar that also seek the bay's shelter, and guard 
the Grotto of the Sirens. A few of the largest and strongest Othmir construct armor from 
crustacean shells and serve as guardians of the beaches. ( | 


_ Сораса | 
| 





The southern edge of the Dragon Claw peninsula is perpetually blasted by а freezing ( [ 
arctic wind that keeps most land bound creatures to the sheltered northern slopes of 
the peninsula and beaches of Siren's | 





Вау. Primarily, Frost Wyverns inhabit ( 
the windy heights, but the occasional 
Cobalt Drake can be seen soaring ( 
above the peninsula. ( 
Siren's Bay flows in from both the ( 
Iceclad Ocean and the Subterranean 
River that formed Siren's Grotto. ( 
The mixing of the salt and fresh ( 
waters and the sheltered tides of the 
bay has created brackish water that ( 
i keeps all but the hardiest species of ( 
= fish away. The floor of the bay itself is 
Deadly wyverns and Cobalt Drakes can бе found along primarily limestone that has remained ( 


the cliffs. 


uncovered by the thick permafrost of 
Velious since Veeshan first exposed it 
with her carving strike. The Othmir that reside on the southern beaches do not typically ( 
venture to the northern side of Siren's Bay for fear of ће Sirens that bask on the lime- 
stone outcroppings. The submerged entrance to the Siren's Grotto lies in the western 





region of the northern cliff face of Siren's Bay. ( 
( 
Notable NPCs 


| 
| 
Æ Chief Kalan | 
4 Qarrgy Scallopgobbler 
4» Bungre Crawcrusher | 
>» Bloogy Shellcracker | 


4% Blumblum Swigwater 











| A. To Nektulos Forest C. To the Northern Desert of Ro 
B. To the West Commonlands D. To Freeport 
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Bestiary 
Monster Level: Monster Examples: 
Orcs Brown Bears Mummies 
1 -40 Snakes Pumas Ghouls 
Rats Griffons Air Elementals 


Fire Beetles Skeletons 
Spiderlings Zombies 





Dangers 


This area has a few guard patrols, but that is not nearly enough to deal with the amount 
of orcs, led by Lord Shin Ree, that have been seen in the area. An occasional griffon 
finds its way into this region. These beasts are very dangerous and should be avoided 
if possible. 


Benefits 


A smart adventurer will find this to be a good place to begin learning the fundamental 
basics of their class. One can almost always find a group of young adventurers of like 
power trying to hold back the orcs that have camps along the Northern wall of the area. 
The tunnels which lead to the deserts of Ro are also a common place for travelers to 
peddle their sometimes magical, sometimes mundane wears. As with any great market- 
place, there are more then a few thieves that also frequent the area. Be mindful of your 
coin purse while traveling here. 


The Eastern Commonlands also provide silks from the common spiderling, and pelts from 
both bears and pumas that frequent the area. The pelts are used by aspiring tradesmen 
to craft useful armor for the beginning adventurer. 


Background 


The mild, temperate plains that surround the city of Freeport are called the Commonlands. 
Inns are common throughout the eastern part of the Commonlands and adventurers, 
with the exception of those who follow the darker paths of existence, are welcome to 
purchase supplies that will be needed for their long journeys. 


A long, winding road that brings tradesmen from the mountain citadel of Highpass 

to the bustling free-trade city of Freeport has one end in the Eastern Commonlands. 
Adventurers who are unfamiliar with this territory may follow the road all the way to 
the far-off Highpass Hold in the northeast, although those who would walk the road 
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are advised to travel with companions and keep their eyes open for danger; as creatures 
will often strike the unwary traveler. 


Despite its close proximity to the bustling city of Freeport, many orc camps of the 
Deathfist Clan can be found upon the far reaches of the eastern borders. These orcs 
have become a significant annoyance to the denizens of the Eastern Commonlands. 
Many citizens in Freeport will offer some reward for the deliverance of proof of the 
orcs’ demise. 


However dire the hardships may be, 
the citizens of the Commonlands 
have enjoyed relative prosperity in 
this region, a benefit afforded by the 
constant watch of Sir Lucan's guards 
who patrol the area. 


To the north, the Commonlands are 
bordered by the Northern Desert 

of Ro; to the east lies the city of 
Freeport; to the northeast are the 
dark, foreboding woods of Nektulos; 
to the west are the more dangerous 
Western Commonlands. 


Adventurers will find this to be a suitable place for 
training and learning the basics of their class. 





Notable NPCs 
Shady Swashbuckler 


Little is known about the mysterious person, known simply as the Shady Swashbuckler, 
who has set up shop in the tunnel that connects the Eastern Commonlands to the 
neighboring Northern Desert of Ro. This tradesman, of sorts, is known for his array of 
finely crafted, well-balanced weaponry. 
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Сожтонана Wert — 








A. To Kithicor Woods 
B. To the Eastern Commonlands 
C. Druid Circle 











D. Wizard Spires 
E. To the Befallen Dungeon 


Bestiary 





Monster Level: Monster Examples: 

5-40 Giant Spiders Bears 
Will-o-Wisps Cats 
Snakes Orcs 


Dervish Cutthroats 








Dangers 


As with its eastern counterpart, the Western Commonlands have threats of its own that 
seem to rise far above the common level of danger in the region. Hill Giants, monstrous 
behemoths of immeasurable strength, patrol this area. They have developed a taste for 
the flesh of aspiring young adventurers. 


To the far west await the mysterious beings known simply as Shadow Men. These unseen 
creatures are noticed only by the trained eye, for they carry with them visible weapons of 
an ethereal nature that enable one to mark their location. Adventurers should beware of 
the Shadow Men, for they are vicious and uncaring for the likes of mortals. 


Benefits 


The main road from Freeport to Highpass and beyond goes through the middle of the 
western Commonlands. Many people live in the area, and a traveling adventurer can 
find merchants or safe places to rest along the road. 


Background 


The plains that surround Freeport are known as the Commonlands. The western section 
of the Commonlands is more rugged and dangerous. The influence of civilization is 
reduced, but there are people who call this place home. Small clumps of buildings 
can be found along the road that runs from Freeport through the Commonlands and 
eventually reaches the mountain citadel of Highpass. Merchants and inns can be found 
by the weary traveler, but keep an eye on your coin purse. 


These western lands are an ideal place of hunting for the mid-seasoned adventurer. 
Bandits who line the eastern wall with their camps are a plentiful source of weaponry, 
gold, and repute among the people of Freeport. These bandits make suitable adversaries 
for young aspiring adventurers of all classes and engaging these rogues will surely aid 
any to hone their skills of mind, faith, or the sword. 


Ole 


Commonlands, Wert 


The road that runs through the Eastern Commonlands continues to wind and twist 
through the western plains and will eventually bring travelers to the Kithicor Woods, 
which reside in the southwest. It is advised to all travelers that these woods be avoided 
from dusk until the morning hours, for the horrors that lurk in the forest's nighttime 
shadows are notorious for slaying many an unsuspecting traveler and their caravan. 

In the northern borders of the 
Western Commonlands, buried deep 
within the last reach of Ro's desert 
sands, lies the ruins of Befallen. 


The main road from Freeport to Highpass goes through 
the middle of western Commonlands. 
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Crushbone 








A. To the Greater Faydark 
B. Crushbone Keep 
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C. Slave Mines 
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Crushbone 


Bestiary 


Monster Level: Monster Examples: 


Orc Warriors 
1 0-25 Orc Priests 


Dangers 


The citadel of Crushbone is well guarded by orc warriors and priests, making the citadel 
walls a difficult obstacle to penetrate. The orcs are banded tightly together and almost 
always attack in groups, consolidating their efforts to destroy intruders and fulfill the 
commands of their Emperor. These groups often have a priest among them who will 
heal their brother's wounds as the battle rages. 


Benefits 


Though it has never been confirmed, there has long been a rumor that deep beneath 
the massive mine’s tunnels lies a secret underground lair where many treasures and 
dangers lay. These treasures are ideal for mid-seasoned adventurers. Not only are the 
benefits of fighting within the citadel of Crushbone of the tangible sort, but the elves 
will look highly upon any who has lent much in the seemingly eternal struggle to 
defend their woodland home. 


Background 


The Crushbone Orcs are a very strong force within the Greater Faydark and have been 
waging wars against elf races for decades. Their citadel, located off the cliffs that frame 
the Greater Faydark Forest, is large and well fortified. Within the citadel, the Crushbone 
clan operates a mine from which they obtain the raw materials to make their weapons 
of war, including the dreaded orc war wagon. Orcish patrols have standing orders to kill 
most other creatures on sight. Emperor Crush, the Crushbone Patriarch, has ordered 
small bands of orcs to raid villages and towns of the Fier Dal and dwarves, where they 
capture many of these races’ children to be raised as slaves and miners. 


A sturdy wall carved out of the mountains themselves, protects the village. Within the 
walls, there is a large complex of buildings and grounds, including a granite castle in 
the center. Lookouts are maintained by the orc guards to watch for invading enemy 
armies, usually the elves. 











—————— ——————————_—_——. 


The orcs worship Bertoxxulous, the Plaguebringer, ruler of the Plane of Disease. A temple 


to him sits on the grounds of the orc village. Some crude steps have been carved into 
the rock, leading up to a naturally formed cave entrance. The temple is dark, dimly lit 
by torches sparsely spread throughout the caverns, jammed into natural crevasses and 
cracks in the walls. Inside, the Bleeding Stone Altar is a naturally formed black rock 
with a concave top, overflowing with the dark red blood shed in the orcs’ rituals. 
The walls are decorated with crude 
murals, painted with the Bleeding 
Stone's blood. Behind a locked, wood 
door is the chamber of the high priest 
who, with the help of his servants, 
protects the temple. When presiding 
over ceremonies, the priest rests on 

a large throne, carved from rough 
chunks of stone behind which is 

a small hidden room that stores 

his valuables. 


Various buildings are scattered around 
the grounds, serving as workshops 
for many different needs – a refinery, 
tannery, metal-working shop and 
more. Some of these shops work the 
ore mined by the orcs from the hills. 


The orcs of Crushbone have recently secured a treaty with the Teir Dal elves of Neriak. 


What either race has to benefit from such a pact is unknown, and extremely worrisome 
to the native races of Faydwer. 


Notable NPCs 
Ambassador D'Vinn 


When the pact between the Teir Dal and the Crushbone Orcs was in its fledgling stages, 
Queen Cristanos Тћех of Neriak sent Ambassador D'Vinn to oversee the negotiations. 
Due to his success with the notoriously difficult, brutish orcs, Cristanos ordered D'Vinn 
to make residence in the citadel of Crushbone indefinitely, where he would continue to 
act as a primary link of communication and negotiation. To this day D'Vinn resides in 
Crushbone, although it is not uncommon for him to be absent on business to Neriak. 


The elves of Faydwer have often called for D'Vinn's head, offering generous rewards and 
fame to the hero who would show success in such a feat. For the Ambassador is well- 
guarded, and his appearances within the citadel are chaotic at best. 


The orc citadel of Crushbone, located off the cliffs that 
frame Greater Faydark Forest, is large and well fortified. 
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A. To the Eastern Wastes 


B. Queen Dracnia's Lair 





C. To the Eastern Wastes 
D. To the City of Froststone 





Bestiary 
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Monster Level: Monster Examples: 

2 5 а 40 Crystal Spiders Orcs 
Stalag Terrors Dwarves 
Velium Crawlers Geonids 
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Dangers 


The caverns are a maze of twists, turns, and sudden drops. The inherent environmental 


dangers of the caves have forced many adventuring parties to divide involuntarily due 
to their members falling through icy traps. 


A collection of the most deadly cave dwellers to inhabit the frosty caves of Velious have 
migrated to these caverns following Glight's sacrifice. These monsters use stealth and 
camouflage to hunt their prey. The crystal widows are a breed of arachnids that are 
almost entirely translucent and blend in with the walls of the Crystal Caverns, catching 
many an unwary miner with their poisonous glass fangs. Stalag terrors are a particularly 
nasty hunter that appears to be an ordinary ice stalactite, launching their frosty tentacles 
and opening their icy maws only when their prey is within reach. 


All too often the dwarves were slain by these cunning predators of the frozen wilds. 
These foes and others eventually caused the dwarves to abandon the Crystal Caverns 
and set out to build a new fortress more akin to Frostkeep. There are rumors that a few 


dwarves refused to leave their home in the center of the caverns but what has become 
of them is unknown. 


Benefits 


This is an excellent area for adventurers to hunt and gather treasure. Also, the dwarf 
city provides a small haven for adventurers with merchants and a bank. 


Background 


Below Ry'gorr Keep is the entrance to the ancient caverns. Much of the caverns is formed 
of Velium, which is said to have been created when Veeshan breathed upon Velious. 
The snow orcs occupy the upper reaches and have built fortifications in the caverns to 
prevent attack from below. Even so, orc guards commonly disappear without a trace. 
Horrors unknown lurk below in the unexplored areas. 


When the Frost Giants began their conquest of Velious, the Coldain were one of their 
primary targets. After a long and bloody siege, the Frost Giants broke into the fortress of 
Froststone and almost succeeded in wiping the Coldain from the face of Norrath. 


69+ 





h Crystal Caverns 


The dwarves that escaped fled in the only direction they could, deeper into the earth. 
While hiding in the frigid caverns, a Coldain miner by the name of Glight Snowchipper 
received a vision from Brell. The vision consisted of a labyrinth of ice where the dwarves 
could hide from the Frost Giants. All of the walls in the maze would be translucent so 
that the invading giants would become easily disoriented and fall into the many death- 
traps the dwarves would implement. 


These caverns of crystal would be 
the salvation of the Coldain race. 
And so Glight presented his idea to 
Dain Frostreaver IV and construction 
began. The Crystal Caverns were 
completed in a little under half a 
century's time. The timeliness of the 
project alone was proof to the 

i '  Coldain that Glight had indeed been 
ү ' inspired by Brell. The true test of the 
” Ж cavern's effectiveness сате thirty 
years later, when, by following а 
trade caravan of Coldain, the Frost 
Giants discovered the location of the 
Crystal Caverns, 


asty foes such as the Stalagterrors caused the 
warves to abandon Crystal Caverns. 





Slagd Frozentoe of the Frost Giants led an invasion force of 250 warriors to the cavern, 
hoping to wipe the hated Coldain from Velious once and for all. Glight Snowchipper 
himself spearheaded the defense of the Coldain, leading the Frost Giants deep into the 
confusing caverns. His magical pickaxe, aptly named Snowchipper, felled many a giant's 
kneecap as the dwarves struck repeatedly from hidden passages and around hard to 
see corridors. 


Despite losing more than two-thirds of his forces, Slagd and the remaining giants had 
almost made it to the Coldain city in the center of the caverns when Glight pulled off 
his greatest and final trick. Thirty thousand tons of ice and stone crashed into Slagd and 
the remaining giant troops after Glight and a few of his brave miners led them down a 
false passage. Unfortunately, it was an act of self sacrifice, as the dwarf and his fellows 
were also buried in the caused avalanche. To this day the cavern is known as Glight's Fall 
both for the blessed miner and because the appearance of the cavern now looks as if a 
giant waterfall has been frozen over it. 
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Notable NPCs 


Queen Dracnia 


An even greater threat to the Coldain dwarves of Froststone than the Ry'gorr orcs, 
Queen Dracnia is an ancient creature that very little is known about. The hundreds of 
crystalline spiders who inhabit the lowest levels of the С rystal Caverns obey her every 
command without question. The beauty of her great webbed throne has been the 
gossip of many adventurers and poets, The few that have been lucky enough to see 
the great web rarely live to tell the tale, Rumors fly that the silk of Queen Dracnia is 
perhaps the strongest silk on the face of Norrath. 


Burdael 


The ancient spirit of a great coldain trapped in the great expanse of the Crystal Caverns, 
Burdael is one spirit that should not be trifled With. Even Queen Dracnia is careful not to 
attract the attention of the ancient spirit, and commands her brood to avoid him entirely, 
Burdael's only company in the depths of the mines is the stalag terrors that Inhabit the 
caverns where his soul is trapped. 
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A. To Butcherblock Mountains 


B. To the Estate of Unrest 





C. То Kedge Keep 


Bestiary 














Monster Level: Monster Examples: 
1 0-30 Aqua Goblins 
Undertow Skeletons 
Snakes 
Dangers 


Almost every inhabitant of Dagnor's Cauldron is hostile to travelers – natural or undead 
abomination alike, Adventurers who come to this area are advised to be cautious, for 
the slippery moss that coats the jaggedly uneven granite shores of the lake will often 
plummet one into the goblin-infested icy waters below., 


Those of the dark persuasion may find difficulty reaching the lake shores in one piece, 
A small band of elvish and dwarven guards have set up camp at the base of the pas- 
sage that connects the lake to the Butcherblock Mountains. Dark characters are advised 
to go under the guise of a wizard's enchantment of invisibility, lest they find themselves 
ended at the swift ends of an elven or dwarven blade. 


Benefits 


Dagnor's Cauldron offers a desirable hunting ground for groups of adventurers. 
The aqua goblins often wield weapons that fetch a fair price upon the markets of 
Felwithe and Kaladim. 


Background 


To the east of the Butcherblock Mountains resides the great Dagnor's Cauldron, This salt 
lake is warmed by the natural geyser beneath it, Most dwarves are fearful of the lake, as 
there is rumored to be а great monster waiting within to drag to their watery deaths all 
those who would venture too close to the lake's shores, It is aiso sald that In this very 
location, the famed Dagnor Butcherblock finally fell to his fate and that the Hammer of 
Butcherblock was thrust into its murky depths, In the recent past, the Hammer of 
Butcherblock was recovered from the hands of the Teir Dal that sought its powers 
against the dwarves and other denizens of Faydwer. The legendary hammer now resides 
in the hands of a new dwarven hero who had aided the people of Faydwer in their 
struggle against the darkness that had threaten to eternally shroud them. 


At the bottom of Dagnor's Cauldron lies the entrance to the ancient underwater city 
of the near-extinct Kedge. Only one of this once-prosperous, ancient race remains 
Phinigel Autropos, who is a cunning and malevolent creature, driven mad by the 
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$ Dagnors Cauldron 


unspeakable horrors that befell his people. Upon the mossy granite shores of the 
salt lake is the accursed Estate of Unrest, which had once been built by a dwarven 


noble that sought the peaceful beauty of the treacherous Cauldron's demeanor. ( / 
Level 1 


Undead who have escaped the Estate of Unrest lurk both within the murky, cold ( 
depths of the lake and upon its stone shores. The Cauldron is also home to a vicious 

aquatic race of goblins who attack ( 
adventurers without bias. 





Notable NPCs 


The Guards 


Upon the shores of Dagnor's 

Cauldron, a band of four goodly ( 
adventurers have set-up permanent 
camp. Sigan llburkan, a dwarven 
warrior, leads this group in search of ( 
the Dagnor's legend. Although the 
hammer has been recovered, Sigan's 
A slippery moss that coats the cliffs can easily make group have not yet broken camp, for 
you plummet into the goblin-infested waters below. they have vowed to vanquish the 

— i undead abominations of Unrest, but ( 
in due time. They attempt to steer would-be heroes from venturing forward into the ( 
Cauldron for fear that they might stumble upon the accursed Estate of Unrest. 
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the nobleman's wealth and vast library of arcane knowledge. Once completed, Dalnir 
ordered all servants inside and personally saw to their deaths — all but one, his most 

р trusted servant who was to be encased within the tomb for the rest of his short life. 
A curse was set upon the true crypt that would hold Dalnir's body and then the tomb 
was sealed. Shortly thereafter, Dalnir himself was laid to final rest. 


Bestiary 





Monster Level: Monster Examples: 


20-30 Sarnaks 


Gyrating Goo 
Ravenous Devours 
Coerced Humanoids 


( | The location of his crypt had been lost over time. Recently, several Iksar criminals 

Р stumbled upon the tomb where they 
attempted to hide from patrols. 

€ | Ignorant of the legend of Dalnir, the 
criminals went in to plunder the 








Dangers ( | tomb. They never were found again. 
The Crypt of Dalnir has many inherent dangers, luckily the most fearsome, Dalnir's Curse, ( The caves that lead to the entrance of 
is no longer in effect. However, Kly is a power unto himself, not to be underestimated. ( the crypt are dark and dirty and are 
Nor are the coerced minions that lurk within every chamber of the crypt. home to the voracious brutes who 


have roamed Warslik's Woods for 
€ centuries. Once bypassing the illusion 
of water that guards the crypt's 


Throughout the years, Kly was able to naturally sway many followers among his native 
Sarnak race. These Sarnak wizards and arcane masters reside in the bowels of the crypt, 


guarding Kly's library and personal chambers. ( A 
entrance, the caves of Dalnir become 
E ( visible. Dark and dirty, these caves are 77 i : 
Benefits well guarded by Kly’s coerced slaves Kly's enchantment gives adventurers exponentia 


increases in their power. 





and strange beings of slime and ooze. 
Unfortunately, much of Dalnir's wealth has been claimed by the Sarnak empire – gifts 3 H 


that Kly had given to Overking Bathezid in attempt to reestablish himself among his с Fine marble carved with depictions of ancient battles and victories of ће Old Empire 
people. Although not welcome in the city of Chardok, Kly was granted a mild pardon by ( composes the crypt itself. Beyond the tomb is a mess of new construction, likely the 
the Overking and was allowed to take with him willing pupils and some of the weaker work of Kly and his mindless minions. Most of the tunnels and rooms are brick and 
soldiers of Chardok. Due to the meek so-called “warriors” that Bathezid relieved into Kly's ( mortar but some are little more than mine shafts of earth and stone. 

possession, Kly placed an enchantment upon the whole of the crypt in hopes to speed 

the training and strength of his guardians. This enchantment did not end its grasp upon 

the Sarnak warriors and arcane hE however, and all creatures that lurk ae ж ( Notable NPCs 

have been subject to its effects. , The Kly 

This powerful enchantment has granted an unnatural, though not harmful, exponential « A powerful Sarnak wizard by the name of Kly discovered the lost tomb. It was Kly who 
increase in the power that adventurers have found themselves gaining in their ventures was able to dispel Dalnir's ancient curse and locate the true resting place of Dalnir. 
here, making Dalnir an ideal training ground for all in search of personal power. С Kly would rob his corpse of the Staff of Persuasion, an ancient relic of the first Iksar 


Empire that holds the power to brainwash any humanoid being. 


Background Kly "persuades" nearly all that venture into Dalnir not to ever leave, subduing them to 
act forever as his eternal servants and guardians. These coerced servants have helped 
Kly expand the tomb complex. From deep within the crypt Kly continues to pursue his 
research into things arcane. He does not like to be disturbed and will either slay or 
enslave any who dare to enter the Crypt of Dalnir. 


Not far from the new Iksar city of Cabilis and buried deep beneath Warslik's Woods lies 
the ancient Crypt of Dalnir. Dalnir was a wealthy noble and great necromancer from the 
first Iksarian Empire. Having no aspirations for immortality but extremely vain and 
untrusting, Dalnir made preparations for his final resting place. The tomb housed all of 
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A. To Sanctus Seru 
B. To Grieg's End 
C. To Maiden's Eye 
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D. To the Netherbian Lair 


E. Cave System 
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Bestiary 


Monster Level: Monster Examples: 
2 5 -5 0 Rockhoppers Stonegrabbers 
Wolves Galorians – Sambata 
Lightcrawlers Fungus Covered 
Zelniaks Mushrooms 
Dangers 


Wolves roam the whole of the land, making it difficult for adventurers to travel through 
without confrontation while mushrooms have begun to spring up in the region in 
dense patches. Both obstacles make it deadly to travel through Dawnshroud alone. 


Benefits 


Dawnshroud Peaks has many different areas to hunt in for adventurers of all classes 
and varying power. Towards the entrance of Sanctus Seru, adventurers can engage in 
combat with a multitude of lightcrawlers. These lightcrawlers have a special shell that 
can be used to create armor fashioned by a master dwarf, Kanthek Ogrebane, who has 
taken up residence in the Dawnshroud Peaks. 


Outside the gates of Sanctus Seru, several merchants have set up camp in the hopes 
of profiting off of adventurers' needs and prizes won in battle. These merchants offer a 
variety of useful goods. An outpost near the cave system was created by the residents 
of Sanctus Seru. Ryann Desgrey defends the region, ensuring that all is well for the 
Sanctus Seru natives in Dawnshroud. 


Background 


Dawnshroud Peaks lies at the base of the Netherbian Lair and neighbors Sanctus Seru, 
Grieg's End and Maiden’s Eye upon Luclin. It consists of rolling hills covered with moss 
and grass. Small ponds are scattered throughout the land, filled with crystal clear water. 
The ground is covered with light green vegetation and dark green grass. There is a large 
mountain located within the southwestern portion of Dawnshroud Peaks that is eternally 
draped in a shadow upon one of its sides due to the constant position of the sun upon 
the strange satellite of Luclin. Below the mountain is an oasis, surrounded by tropical 
plants and vegetation. 


In addition to the foreign presence of the Combine Inquisition and their strategically- 
placed outposts, the Dawnshroud Peaks is home to many a strange creature ready to 
challenge any and all passersby. 
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Towards Maiden's Eye, various forms of Galorians have settled. These Galorians have 
no tribal name, due to the recent events that occurred within the cave system that was 
once their home. The rockhoppers have taken over the cave system, driving out the 
Galorians who have cast down their tribal name until the day comes when they may 
reclaim their rightful home. 


Adventurers who wander into the 
former Galorian caves will encounter 
the infestation of the rockhoppers. 
It is said that when the rockhopper 
leader is killed, the Galorians will 
finally be able to reclaim their home 
and their tribal name, Sambata. 


A path winds through the southern 
mountains and runs into a what 
appears to be a dead-end at the 
mountain face. What some curious 
adventurers have discovered is that 
the infamous Grieg has used his 
oving wolves and toxic mushroom patches make | power of illusion to disguise the 
aveling through Dawnshroud a difficult enterprise. entrance of his lair, hoping to elude 
i notice by Combine expeditions. 





Notable NPCs 


Kanthek Ogrebane 


A native to Norrath and recent immigrant from Kaladim, this dwarven craftsman has 
made camp in the Dawnshroud Peaks where he makes armor with the help of his 
cousin who has set up shop in Sanctus Seru. Together, the two dwarves create armor 
using lightcrawlers carapaces found in Dawnshroud that Kanthek often receives from 
adventurers who find little use for them. 








A. To the Echo Caverns 


B. To the Temple of Ssreashza 


C. The Den of the Thought Horrors 


D. The Burrower Beast 
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The Deep 


Bestiary 


Monster Level: Monster Examples: 


40-60 


Thought Horrors 
Shadelings 
Fungal Fiends 
Shade Spiders 


Dangers 


The caverns of The Deep are very treacherous to those who are unfamiliar with the 
difficult terrain. Great crevasses in the ground have plummeted many to their deaths 
in the depths of Luclin’s core. 


The creatures that inhabit this subterranean complex are vicious and unbiased in choice 
of prey and oftentimes, attack in hordes. It is advised for all adventurers who seek to hunt 
in this region to bring with them a party of trusted companions. 


Benefits 


Expert adventurers may quest for generous amounts of treasure, both of coin and relic. 
In addition, powerful arcane knowledge possessed by the Thought Horrors could prove 
quite useful to the progression of spell weavers. 


Background 


The Deep is a subterranean cavern found in the depths of the northwestern hemisphere 
of Luclin. The cave system sprawls out in many directions. Most of the tunnels lead 

to dead ends; one however, reaches the surface. A very small opening leads to the 
bottom of the Temple of Ssraeshza. The Deep is a very dark and treacherous cavern 
that very few have explored and even fewer have returned from. It is rumored that this 
cavern leads to a source of great evil. Main access to The Deep is gained via the Echo 
Caverns, which are connected to the City of Shadow Haven. 


The first half of the Deep consists of many tunnels, half of which end in dead ends. 
The other half eventually meet at a precipice overlooking a huge abyss. There are no 
visible means of crossing this abyss and the far side is of higher elevation than the 
side nearest Shadow Haven. The only way across is via an invisible bridge created by 
the Thought Horrors. 





The tunnel to the left leads to the compound of the Thought Horrors. These malevolent 
creatures have found an entrance to the great Shissar pyramid above their subterranean 
dwelling place, Periodically the Thought Horrors will send the lesser Thought Leeches on 
scouting missions into the pyramid to garner what information they can. They do this in 
hopes of gaining enough information on these powerful beings in hopes that they may 
one day take over the pyramid and subjugate the power of the Shissar Empire. 


The compound itself is a series of 
cubbies and tunnels carved into the 
rock. Many shadow-like creatures can 
be found in various areas. In the 
very back of the compound is a large 
chamber where the Elder Thought 
Horror lives. The back of his chamber 
is an illusionary wall that hides the 
secret tunnel to the Shissar Temple. 


Notable NPCs 


The Burrower Beast 


Main access to The Deep – a complex found in the 
depths of Luclin — is gained via the Echo Caverns. 


The central tunnel leads to the 
chamber of the Burrower Beast – 

a creature once thought to be only 
myth until discovered by miners from Shadow Haven. This massive worm-like creature is 
responsible for the formation of the cavern system beneath Luclin's surface. In a rather 
unfortunate occurrence, the Great Abyss opened while he was resting in his lair, leaving 
him stranded in the northwestern hemisphere of the planet. Here the Burrower Beast 
resides, eternally trapped within its own creation. Those that encounter this behemoth of 
herculean strength, with its near-impenetrable exoskeleton, are often never seen again. 
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А. To Freeport D. Skiff to the Iceclad Ocean 


B. To the East Commonlands E. Barbarian Fishing Village 
C. To the Oasis of Marr F. Wizard Spires 
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Bestiary 


Monster Level: Monster Examples: 
1-15 Madmen Giant Rattlesnakes 
Mummies Dune Tarantulas 


Dervish Thugs Dervish Cutthroats 


Dangers 


The Northern Desert of Ro is considered to be a great place to hunt for new adventurers 
sent on their way from the guildhalls of Freeport. Dorn B'Dynn, the infamous Teir Dal 
cutthroat, can pose a threat to those unaware of his presence. Some travelers pay him 
little heed, but they would be well-advised to, for his meager looks can be deceiving. 


Wandering creatures can exact a dangerous toll on unsuspecting adventurers. They may 
run into a powerful mummy or even a Sand Giant as they travel through the desert. 


Benefits 


The Northern Desert of Ro is a good area to find other adventurers of equal power. 
The region is also a good place to hunt for those young adventurers just starting their 
journey beyond the Freeport city gates. A variety of creatures inhabit the northern 
desert, making this place quite thrilling to young and eager heroes. 


Background 


The Northern Desert of Ro is a vast and deadly desert that lies just beyond the eastern 
gates of Freeport. Several inns and a few of Lucan's militia can be found within the last, 
desperate reaches of temperate vegetation carpeting the small flat of land just before 
the rise of the desert dunes. A tunnel, carved into the steep ridge bordering the desert 
to the west, connects the northern desert to the temperate Eastern Commonlands. 


To the south, one will meet the first sands of the Oasis of Marr, which separates the 
northern and southern reaches of the Ro desert. Legends speak that what is now the 
northern Desert of Ro was once the northern reaches of the ancient Elddar forest – the 
former home of the elves who had once resided upon Antonica, then called Tunaria. 
This forest was said to have been the most beautiful woodland Norrath had ever seen. 
Spanning the whole of what is now the deserts of Ro and the Oasis of Marr, this forest 
is said to have been burned to the ground by the fiery wrath of Solusek Ro. 
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The northern desert is host to a great variety of inhabitants, ranging from rattlesnakes 
and giant tarantulas, to the dreaded cutthroat pirates of the desert. It is also rumored 
that the unfortunate citizens of Freeport who are infected with a plague of the mind are 
cast out into these desert lands to die. However, many of these desert madmen have 
survived the harsh, unforgiving desert heat and have grown all the more crazed for it. 


Notable NPCs 


Dorn B'Dynn 


This Teir Dal cutthroat resides in the 
northern desert and is often seen 
among his dervish companions at 
their camp near the eastern ocean 
shores. Hateful of all who have 
earned the scorn of the Teir Dal and 
the cutthroats alike, Dorn B'Dynn has 
become an infamous villain of the 
northern desert. 


You may encounter a mummy or Sand Giant as you 
trek across the desert. 


However well-known Dorn and his 
merciless temper may be, his purpose 
and reasons for being among the 
cutthroats of the desert are a mystery. A few who have retained an allegiance with the 
Teir Dal and the cutthroats have had the opportunity to briefly speak with Dorn B'Dynn 
on matters of business from Neriak. It is said that Dorn is one of the Indigo Brotherhood, 
but his nature and choice of companions makes this vagabond perhaps one of the 
oddest members of the esteemed Teir Dal army. 
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A. To the Innothule Swamp 
B. To the Oasis of Marr 
C. Wizard Spires 








D. Druid Ring 
E. Dark Elf Camp 
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Bestiary 





Monster Level: Monster Examples: 

1 -45 Madmen Dervish Thugs 
Ghouls Dune Tarantulas 
Mummies Sand Giants 


Dervish Cutthroats Orcs 





Dangers 


Adventurers should exercise great caution when traveling through the area, for the 
extremely aggressive sand giants and undead that roam this region will attack any 
traveler on sight without bias. 


The region is extremely dangerous for all travelers. Roaming the desert sand are all 
kinds of dangerous beast from the giant beetles and spiders to various kinds of undead 
creatures who owe allegiance to no one and will attack anyone. There are also scattered 
cutthroat camps in the desert and many orc encampments in the marshlands bordering 
the desert in the south. Although the cutthroats are not initially hostile to adventurers, 
those who have earned wealth and honed their skills in the past by engaging these 
cutthroats will find themselves regarded with disdain and attacked by an entire camp 

if one is not wary. 


Although not as plentiful as they are in the deep desert, Sand Giants also roam in the 
south region. Rumors also tell of an especially ancient and powerful cyclops that has 
been seen in the area. 


Benefits 


A cautious adventurer stands to gain valuable experience when hunting in this area 
with trusted companions of like power. The dervish cutthroat camps are especially 
beneficial as their bronze weaponry will often sell for a significant price in the markets 
of Freeport and the free trade posts scattered throughout the deserts. 


Background 


The southern-most section of the deadly Desert of Ro borders the Innothule Swamp 
and the Oasis of Marr. In addition to scattered cutthroat camps, several types of 
dangerous creatures roam the vast rolling dunes of the desert, including the undead. 
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Between the dry sands of the desert and the swamp аге wet marshlands. These marsh- 
lands are the home of several small encampments of orcs related to the tribe found in 
the Commonlands. Also within the first reaches of the marshlands is an abandoned 
druid ring. Druids can use this to travel quickly to surrounding areas. 


Located halfway between the giant stone mesas to the north and the start of the 
wetlands in the south is a dark elf gypsy encampment. People who are on friendly 
terms with the dark elves may be able 
to find assistance and supplies here, 
although those who are not in league 
with the Teir Dal will quickly find 
themselves at the merciless wrath of 
these hateful women. 


Notable NPCs 


Ortallius and Rathamana Allin 


Tucked within a rocky cove carved 
into the steep ridge surrounding the 
eastern border of the desert is a small 
encampment. Guarded by Ortallius, 

a very stoic orc warrior of unrivaled 
skill, this camp is an ideal place for all 
adventurers to come and sell their wares, as well as purchase supplies. 


Watch for Dervish Cutthroats; their bronze weaponry 
will fetch a high price back in the markets of Freeport. 


An Erudite wizard, Rathamana Allin, resides within the single tent guarded by a powerful 
and intelligent orc. The wizard is rumored to be a wise and formidable man; his purpose 
and intent within the southern desert remain a mystery to all but himself and perhaps 
his orc bodyguard. 
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A. To Dragon Necropolis Lr 
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а Dragon N ccropolir 


Bestiary 








Monster Level: Monster Examples: 
Spiders 
5 0-60 Dragons 
Rat Men 
Goo 
Dangers 


This holy dragon burial ground is filled with dangers - namely dragons who have not 
yet perished. 


Benefits 


For those that are brave or foolhardy enough to travel here, many potential rewards 

lie ahead. Dragons are notorious for their compulsion to horde, even up to the point 

of death. Many of those who have come to the necropolis to lay in final rest have taken 
with them mounds of their most precious treasures gathered and stored through 

the passing centuries. Often, this treasure is placed within the incinerating fires of the 
Crematorium, although it would not be far-fetched to believe that some of these 
ancient relics have escaped the Сгетаќогіит pit. 


Background 


This ancient dragon graveyard is located in one of the smaller Scars in the Western 
Wastes, and is strewn with the bones of thousands of dragons who have come to this 
holy place to die. If a dragon perishes in other environs, their descendants will make the 
pilgrimage with their ancestor's remains to lay them to final rest in this place. 


The ghost of Jaled-dar, who was the founder of the Ring of Scale and patriarch of the 
Dar line of dragons, haunts the graveyard. The Necropolis started as a patch of ground 
where a dragon just came to and died, but has since become sprawling maze of tombs 
and great stone pillars brought by dragon kind to honor their dead. 


The Tomb of Jaled-dar was placed in the center of the necropolis by the Ring of Scale 
after his death at the hands of Ganak, Emperor of the Iksar. The entrance to the tomb is 
a set of great double doors crafted from charred stone. Two pillars with dragon statues 
set atop them sit in front of the tomb's entrance. The inside is a large open room with a 
great bier in the center where Jaled-dar's remains are kept. His ghost sits within the 
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tomb, unable to rest. Jaled-dar's ghost is not hostile to intruders, but rather eager to 
enlist their aid in killing Trakanon, who treacherously started the war with the Iksar by 
disobeying the Ring of Scale. 


Upon the outer edge of the necropolis lies the Crematorium. A great pit has been 
gouged in the center of the temple and is filled with fires so hot that they would turn 
the bones of dragons into ash almost instantly. Some dragons do not believe that they 
should leave their remains upon 
Norrath, lest their spirits be trapped 
there for all eternity. They are the 
ones who created the crematorium so 
that those who believed as they did 
could fall into the fire pit when they 
died and receive the cremation they 
desired in death. Fire drakes and fire 
elementals guard this area of the 
Necropolis, and make their home in 
the comfortable warmth found 
around the pit. 





Beneath the Necropolis resides the 

maze of catacombs. In this dark, icy The ghost of Jaled-dar, founder of the Ring of Scale, 
= 8 haunts the burial grounds. 

maze, vermin feed upon the bodies of 

dead dragons during the late evening 

hours. Bats, rats, and flesh eating insects are the most common monsters found within 

the catacombs, but they are not alone in their residency. Zlacindar, the cannibalistic 

black dragon, also makes his home in these sewers and feeds off the bodies of his 

dead kin. He is attended by the hordes of ratmen who carved out the catacombs at 

his behest. Zlandicar was banished from the Claws of Veeshan centuries ago after 

slaying and devouring one of the elder's brood. 





Notable NPCs 
Jaled-Dar 


Originally hailing from the continent of Kunark, Jaled Dar was a leader of the Ring of 
Scale killed in the war with the Iksar Empire due to the treachery of the evil dragon 
Trakanon. A tomb was erected for Jaled'Dar in the ancient Dragon Necropolis in Velious. 
Jaled'Dar's mate Harla'Dar and daughter Phara Dar mourned his death and rose to 
power within the ranks of the Ring of Scale. Despite the proper royal dragon burial and 
honors Jaled'Dar received, his spirit lingers in the necropolis eternally seeking revenge 
against Trakanon. 
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A. Wizard Spires E. To The Burning Woods 

B. Druid Ring F. To The Frontier Mountains 
C. Mountain Giant Fortress G. To Firiona Vie 

D. 





. Karnor's Castle 


Bestiary 





Monster Level: Monster Examples: 
1 "| 0 Forest Giants Cockatrice 
Drolvarg Brutes Drachnids 


Plaguebone Skeletons Yeti 








Dangers 


The largest danger here is the variety of creatures that will attack any adventurer 
upon sight. Many of the creatures are able to cast spells on themselves that will allow 
them to move faster, or will call forth the very roots from the earth to stay their prey. 
Most also possess the ability to see through invisibility spells. 


One of the greatest threats within the Dreadlands is the mighty white dragon, Gorenaire, 
who patrols these lands. Adventurers finding themselves not in alignment with the 
Ring of Scale may want to avoid Gorenaire, though she is not too terribly difficult to miss. 


Benefits 


There are many reasons to experience the hunt in this region. Races that have gained 
the favor of the elves will find Firiona Vie a very handy place to be near. The outpost at 
Firiona Vie has a bank and is teeming with merchants. For this reason, many individuals 
can be found hunting around Karnor's Castle. 


Background 


Located to the east of Frontier Mountains and west of the elven outpost of Firiona Vie, 
the Dreadlands comprise one of the largest areas on Norrath. Wild and broken, this 
hilly region in the southwest of Kunark hosts almost every climatic scenario from snow- 
capped peaks to dry and cracked mud-flats. Beautiful autumn trees grow in the farthest 
borders of this region, while scrub and a variety of wild grasses flourish in limited areas. 
A large glacier has been inching along, cutting its way across this untamed wilderness 
for centuries. The forest giants have constructed and fortify a fort upon the flat of the 
glacier's surface. 


Not far from the glacier is a forested area where large drachnids – half Teir Dal, half 
spider creations of the Faydwer native vampire lord – weave their webs. Beyond the 
forest lies a harsh wasteland that surrounds the Castle of Karnor. Most adventurers gain 
access to the Dreadlands through the Wizard Spires and Druid Rings located at the 
awesome remnants of the Combine Outpost. The spires are the largest set that has ever 
been constructed in all of Norrath's known history. This location is one of the few places 
on Kunark where both wizards and druids may weave their spells of teleportation. 
: nes: 





- Dreadlandr 


An army of undead has been slowly accumulating in the Dreadlands under the control 
of an ancient necromancer, a lich-king named Venril Sathir, first ruler of the Iksarian 
Empire over two thousand years ago. 





Now awakened from his slumber, Venril seeks to put right what has been wronged and 
re-establish a new empire, more terrible than before. It is believed that he hopes 

to enslave all of Norrath's races 
beneath his mailed gauntlet of 
hate, and lead the Iksar to become 
the most powerful mortal nation 
that Norrath has ever seen. He and 
his necromantic allies have based 
themselves in the ruins of Fortress 
Karnor that resides in the center 

of the Dreadlands. Venril is intently 
rebuilding the fortress, which will 
become the epicenter and founda- 
tion for his plans of world-scale 
domination. This area also provides 
an ideal ground for meeting other 
like-minded adventurers to engage 
in the hunt. 


izards and druids can use their spells of teleportation 
within the awesome ruins of the Combine Outpost. 





Notable NPCs 


Gorenaire 


One of many members of the Ring of Scale that wanders the continent of Kunark, 
Gorenaire the great white dragon, has made Dreadlands her home. Although she 
generally wishes to remain out of the affairs of humanoid adventurers, she has been 
known to smite down those who have earned the disdain of the Ring of Scale. 


Many adventurers come to the Dreadlands seeking to engage Gorenaire, for it is 
rumored that she holds within her very being the rarest components for some of 
the most powerful items the face of Norrath has ever seen. 
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A. To the Frontier Mountains 


B. To the Temple of Droga L2 





C. To the Mines of Nurga 
D. Goblin Workshop 
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A. То the Temple of Droga Li 


B. Chief RukGus 





C. The Temple of Droga 


Bestiary 





Monster Level: Monster Examples: 


1 5-40 Goblins 











Dangers 


The Temple of Droga is a one-way, linear progression, forcing those who enter the 
Mountain Death Clan's stronghold to fulfill their trek through the densely inhabited 
mine passages if they wish to see the surface of Norrath again. Adventurers are highly 
advised to bring with them a druid or wizard that may open a portal in the event of 
emergency - for once inside the mines, the Temple of Droga offers no escape. 


Benefits 


The goblin inhabitants of Droga are ideal and exciting adversaries for groups of daring 
adventurers to hone their skills on en masse. These goblins attack in coordinated efforts, 
and are rarely caught alone. 


Background 


The goblin tribes invaded Kunark when they heard of the fall of the Iksarian Empire. 
Landing in the north, they quickly pushed themselves into the forests, hills, and every 
crack of the Frontier Mountains. They have established two city-mines, Nurga and Droga, 
and numerous outposts. They are divided into three warring tribes, which occasionally 
unite – Bloody Guts, Mountain Death, and Cleaving Tooth. They are resourceful and 
multiply quickly, giving them some advantage over the Sarnak and the Giants. 


The Droga mine is a deep, expansive system of dark dirty tunnels and caverns, which 
spread out in every direction. Deep within the Droga mines rests Death Hollow, the lair 
of the Mountain Death Goblins and their chief, Rokgus. 


The entrance to Droga is carved in the side of a solid rock mountain in the northeastern 
corner of the Frontier Mountains. Inside, there is a long tunnel called the Main Hall, forti- 
fied with rock and wooden gates, that leads deep into the mountainside. At the end of the 
Main Hall is the Outpost Droga, which is the hub of Droga's mining activity. 


Droga is the larger of the two mines and used much more than the neighboring Nurga. 
The structures of Droga and Death Hollow are made mostly with rock and stone brick, 
while the few buildings that make up the Outpost Nurga are made of old, rotting wood. 
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к Temple of Droga 


Goblin slaves toil endlessly in the mines, while goblin "Whip-Crackers" keep them in line. 
The mine tunnels, shafts, and caverns are very roughly carved through the rock and dirt 
of the mountain. Old, rotting support beams help prevent some cave-ins, especially 
deep in the mines. In the Droga mines, some of the more used tunnels have stone block 
walls and supports. 


Notable NPCs 


Chief Rokgus 


The acting chief of the Mountain 
Death Clan, Rokgus has been 
responsible for much of the turmoil 
the goblins are currently feeling from 
the superior culture of the Sarnak. 
Spurred by a personal hatred and 
thirst for vengeance, Rogkus has 
been known to sporadically order 
"armies" of goblins – soldiers, miners, 
and civilians alike ~ to assemble 

he mines at Droga the home of the Mountain Death and send them to attack the Sarnak 
ribe of Goblins. outposts scattered throughout 

i the Frontier Mountains, and often 
times beyond. Almost every goblin fears Rokgus' words, for none know when next he 
shall call for such an assembly. 





Rogkus' seemingly mad, irrational behavior is not altogether without justification. 

His hatred for the Sarnaks may rival that of any of his brethren, but he does so out of 
concern for the entirety of his people as well as more personal motivations. When he 
was young, Rogkus witnessed the brutal slaughter of nearly a hundred members of his 
tribe in the Frontier Mountains who, as they were nursing their weary bones from a 
fortnight's mining venture, were ravaged by a small band of Sarnak soldiers. Since that 
fateful eve, Rogkus has vowed to destroy all Sarnaks at all costs. 


Fortunately for Rogkus, his people have yet to rebel against his rule. In the years that 
Rogkus has held the title of chief, the people of Droga and Nurga have experienced 
relative prosperity within the confines of their mines. The Sarnak raids have become all 
but impossible to execute upon the mines themselves, for Rogkus' defenses are nearly 
impenetrable. |t was Rogkus' orders that sealed all second entrances to the temples of 
both Droga and Nurga, making the mines a linear trap for any army - and especially 
dangerous for the lanky Sarnak. 
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A. To the Iceclad Ocean Е. Coldain Encampment 
B. To Kael Drakkel Г. To the Great Divide 
C. Kromrif Fortress G. Sleepers Tomb 
D. Ry Gorr Kee 
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. Eastern Waster 


Bestiary 











Monster Level: Monster Examples: 
20-40 Manticore Coldain Hunters 
Snow Orcs Ulthorks 
Frost Giants Snow Griffons 
Dangers 


The Eastern Wastes is filled with many creatures native to Velious. Coldain, Kromrif, and 
orcs patrol this region alike, making this a very treacherous place to wander if one has 
earned the disdain of any of these races. 


Many of the creatures in this region are not only hostile, but persistent, and will chase 
adventurers across the frozen wastelands for miles. 


Benefits 


Hunting in the Eastern Wastes is ideal for mid-seasoned adventurers new to Velious. 
Groups of hunting parties can be seen scattered throughout the region, making it easy 
for lone arrivals who are in search of companions. 


Background 


The eastern half of Velious is a cold inhospitable place, offering precious little shelter for 
hardy travelers that dare set foot upon Veeshan's Isle. Freezing temperatures and near- 

constant blizzard conditions drive most away from this land and one will only encounter 
creatures that have adapted to the harsh environment. 


Foremost of these creatures are the Frost Giants, great lumbering beings made from 
flesh as hard and cold as the ice found on the tundra. The giants roam the tundra 
in search of food and mayhem, and are the most commonly met creatures upon the 
Eastern Wastes. The Kromrif, as the Frost Giants are called, have settled in the western 
edge of the Eastern Wastes in the foothills of the Great Divide. Their city, Kael Drakkel, 
is a magnificent construction of gargantuan slabs of ice and logs. 


The Ry'Gorr clan of Snow Orcs also lives in the Eastern Wastes, where they have built 
an above ground stronghold simply known as Ву богг Keep. The keep is a circular 
compound with rounded roofs to prevent collapse from the buildup of ice and snow. 
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^ Un center of the keep is an enormous bonfire that is kept burning throughout 
e frigid Velious nights, Surrounding the stronghold are stone spikes whereupon the 


victims of the Snow Orcs are im i i 
а paled as a warning to intruders and a di i 
the predators of the wastes. E и 


e d exp oration parties from Thurgadin into the Eastern Wastes to 
T е Coldain S nd own | i 


shores south of the Gretespaign, the 
western half of the great bridge that 
connects the nearest isle of the Icy 
Fingers to Velious. Their hunting 
camps are scattered along the 
western shores of the costal shelf. 





Notable NPCs 


Garadain Glacierbane 


The commander of a an outpost in 
the dangerous Eastern Wastes of 
Velious, Garadain Glacierbane exhibits 
a bitter and suspicious demeanor, 
even for Coldain. Some of Garadain's 
men wonder why the grumpy old 
soldier doesn't retire to the hearths of Thurgadin, but when a threat arrives at th 
outposts, they are grateful to have such an experienced and battle-hardened Gadi 





Chief Ry `Gorr 


The Ry`Gorr clan of orcs that inhabit the eastern portion of Velious are surprisingl 
organized and advanced compared to their cousins on Antonica. The clan is Hed 
Chief Ry'Gorr, a descendent of a long line of militant forefathers. Just as Chief R Vu 
went through rigorous training for his position since his birth, his heirs are “+ 
preparing to take over the chiefdom when Chief Ry'Gorrs is no longer upon Vut. 
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A. To the Deep C. To the Fungus Grove 


B. To Shadow haven D. Echo Caverns Outpost 
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Bestiary 
Monster Level: Monster Examples: 
E Tegi 
20 40 Skeletons 
Fungi Men 
Dangers 


The mines in Echo Caverns can be accessed from the southwest corridors leading away 
from Shadow Haven. Here, some of the best miners on Luclin, mostly dwarves, carve out 
and deliver the precious minerals and rocks to Shadow Haven from Luclin's core. 
Unfortunately the deeper mines can be a bit dangerous as recent mining has broken 
into underbulk tunnels releasing potentially deadly pests into the miner's domain. 
There are even rumors of a more dangerous kind of beast that seems to come out of 
the very rocks themselves and drag miners to their doom. Stonegrabbers, underbulks, 
and a few other vermin round out the miner population. 


Benefits 


The Echo Caverns await the arrival of mid-seasoned adventures ready for a challenge. 
In addition, practitioners of the dark arts can benefit greatly from an outpost devoted to 
the training of shadowknights and necromancers. 


Background 


The den of thieves and smugglers lies behind a false wall in one of the caverns closest 
to Shadow Haven. From there, they orchestrate strikes against the city’s merchant families. 
Led by the nefarious Jaren Blaystitch, a former general in Seru's empire, members of the 
den can be found along all the region's trade routes; they will even give aid to those 
seeking to avoid the tariffs of Shadow Haven - for a percentage of the profits, of course. 


The eastern section of the Echo Caverns is a quarantine zone instituted by the authorities 
of Shadow Haven. The outcasts here include poor wretches with infectious diseases as 
well as mutant humanoids. Madness and plague dwell in the quarantine zone and only 
clerics are welcomed in the area. 


A sealed door and small guard station mark the end of Shadow Haven's protection. 
Beyond the station, the caverns can turn deadly and unpredictable. Adventurers are 
admitted passage through the door at their own risk. The guards are not happy to 
be posted here with the exception of one grizzled veteran. A card table is the main 
attraction of the guard post, where a game of King's Court is always at hand. 
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he Boglings, a small tribe of tegi, inhabit the northern 
art of the caverns closest to Fungus Grove. 


Echo Caverns 





In the northern part of the caverns closest to the Fungus Grove, lives a small tribe of 
tegi who call themselves the Boglings. This tribe was once servants of the Tarmok in 
the Fungus Grove but was liberated by its “god” whom it calls The Great Saprophyte. 


The Great Saprophyte is actually nothing more than a very intelligent, large, fat, and lazy 


shrieker who has convinced the Boglings of his divinity. He rests on a lily pad on a pond 
in his cavern and never moves; the 


Boglings bring him sacrifices for 
food and sing his worship and praise. 
This arrangement suits both parties, 
however, and they will defend their 
territory fiercely. 


Down and to the right from the 
entrance to Shadow Haven exist 
two simple cavern systems – the 
“Kingdoms of Above and Below.” 

It was here that two brothers who 
claimed to be the descendants of 
royalty led a small band of religiously 
disillusioned gnomes. Having arrived 
on Luclin as a delegation with the 
Combine, the gnomes agreed that 
Luclin was the holy land they had been searching for, fulfilling the prophecy, which 
they made up, that said that from the heart of the moon their king would rule over all 
of the cosmos. It was at this point that a great philosophical debate broke out between 
the two brothers and their followers. Gomklin, the eldest brother, claimed that they 
were now in the Kingdom of Below, from whence they would rule all the lands above. 
But Grery, the younger brother, disagreed completely. For did not the prophecy say 
that they would rule "over" all of the cosmos? And did not the moon they were on fly 
"above" the planet Norrath? Surely this was the Kingdom of Above! But Gomklin and his 
followers countered, saying that since they were "under"ground, and since all the lands 
of the surface and the stars themselves lay "above" them, then surely they must be in 
the Kingdom of Below! 





After endless arguing, a fight broke out lasting many days and leading to exhaustion on 
both sides. In the end, the brothers agreed to a compromise: they would each lead their 
own kingdom in these caverns, the followers split between them. In this way, they could 
co-exist peacefully but not give up their own beliefs. And so the kingdoms and the 
arguments still exist today, in the Kingdoms of Above and Below. 
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Notable NPCs 


Taskmaster Torkazh 


In the southwestern most part of the Echo Caverns lies a passage with skeletal Iksar 
mulling about. These mindless creatures were once the slaves of Torkazh, a Shissar 
overseer who was lured to his doom centuries ago, but even in death they continue 
to serve him. On occasion the slavemaster himself will appear, but his mind is corrupted 
and controlled by а thought leech. Only by destroying both the slavemaster and al his 
slaves will the true culprit be revealed, a Thought Horror who leads the Shissar and 
his servants into the Deep and continues to control their dead bodies. 
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Emerald Tunele 





A. То Тгакапоп 5 Teeth 
B. To the Неја of Bone 
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C. To the City of Mist 


Bestiary 


eo 


Monster Level: Monster Examples: 
Gorillas 

20-40 Undead Gorillas 
Plaguebone Skeletons 
Erollisi Mantraps 
Tigers 
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Dangers 


Undead or living, all inhabitants of the Emerald Jungle are fierce, cunning predators that 
will strike their prey upon sight. Many of the jungle predators, namely the jungle tigers, 
have the advantage of speed over their prey. It is advised for travelers braving the trek 
through these dangerous lands to take with them the enchantments of a druid, shaman, 
or magical item that will aid them in swifter movement to avoid being devoured alive. 


Benefits 


The jungle is an ideal hunting place for those who choose to remain alone, or those 
who enjoy the company of fellow adventurers. Prey is plentiful in these jungles and 
the rewards of a stronger blade and more potent spell are quickly earned here. 


Background 


Located to the north of the Field of Bone and east of Trakanon' Teeth, the untamed 
tropics of the Emerald jungle are a dangerous place that is home to many predators. 
Since the fall of the Iksar, countless relics, cities, and fortresses of the former Empire 
have been devoured by the forest's wild overgrowth. The only known structure to 
remain in some semblance of its former glory are the ruins of Torsis, otherwise known 
as the City of Mist, which reside in the innermost depths of this unforgiving wilderness. 


The fall of the Empire had disastrous effects on the whole of Kunark that was once 
beneath the scaly grasp of the Iksar. The city of Torsis had perhaps suffered the most in 
the devastating aftermath of the Empire's collapse. Somehow, the city became cursed 
and all of its inhabitants fell dead without cause or reason. Many who the curse was 
slow to infect, fled the city walls to only die later in the depths of the steaming jungle. 
These unfortunates would be forever cursed to wander as the undead. Strangely, many 
of the jungle's natural inhabitants also became infected when they came into contact 
with the citizens who fled the confines of Torsis. 


To this day, the remnants of the fallen, cursed Iksar citizens of Torsis wander the jungle, 
mindlessly attacking any that cross their path. The same effect spread to the jungle's 
denizens, causing many gorillas to become horridly mutated and disfigured as they 


rose from the dead. 
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Emerald J ии 


Notable NPCs 


Severilous 

eved to be an elder member of the Ring of Scale. His motives for 

o the age-old struggle between the 
Ring of Scale and the Iksar Empire. 
Some theorize that he has come 
to the Emerald Jungle to find the 
undead Trakanon and seek his 
council concerning the growing 
Iksar threat. Severilous has seen a 
great deal of battle in his long life, 
and bears more then a few battle 
wounds from the great dragon wars 
of old. Some say that if you were to 
open his belly you would find many 
magical items that are remnants of 

= dead heroes foolish enough to cross 

= the great poison dragon. 


Лоута swiftly with the aid of a druid, shaman, or 
magical item can help elude wild jungle predators. 


Severilous is beli 
leaving Veeshan's Peak are believed to be related t 
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A. Erud's Isle C. To the Erudin Docks 
B. To the Qeynos Docks 
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- Erud? Crossing 








Bestiary 
Monster Level: Monster Examples: 
Undead Sailors 
8-1 5 Vampire Bats 
i Will-O-Wisps 
Dangers 


The waters of Erud's Crossing are home to many species of hostile shark. The unwary 
traveler who enters these waters may find themselves quickly subject to these sharks’ 
unquenchable hunger for flesh. 


Benefits 


Remote and relatively peaceful, Erud’s Crossing is an ideal place for adventurers and 
travelers to settle for periods of time. The will-o-wisps that frequent Talysra's Paw are 
often sought for their valuable lightstones that will fetch a hefty sum of gold from the 
right buyer. 


Background 


Named for the leader of the Erudite emigrants, Erud, this intercontinental expanse of 
water lies between Antonica and Odus, and was the final destination of Erud's journey. 
This oceanic pass is used to this day by both Qeynos and Erudin as the primary route 
for trade ships traveling between the two cities. 


A single tropical island, Talysra's Paw, acts as the only stop in the voyage from Oeynos 
to Erudin. An inverted volcano engulfs the whole of the center of the island, making 
this terrain dangerous to those who are not mindful of their steps. This island has a 
bumpy wide sand bar running along the north half of it and is decorated in tropical 
palms and grasses. 


The beings who inhabit this island are a secluded sect of kerran society native to Odus, 
known as the tribe of Laahr. The Laahr have named the island after their newly found 
cat god, Talysra - a matter of belief that was responsible for the Laahr's departure from 
the isle of Kerra Ridge, where their upstart religion was decidedly unwelcome. The Laahr 
constructed a modest village amongst the densest grove of the isle's tropical palms. 
Although small, the village provides adequate facilities for any traveler. 
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A small dock, built by the Laahr tribe to welcome foreign guests and promote economic 
exchange, resides on the northern shore of Talysra's Paw. Both ships that make the trip 
between Erudin from Qeynos will make brief stops at the island's docks. These ships, the 
Maiden's Voyage and the Golden Mermaid, comprise the only means of travel to this 
remote destination and, unless one has passage by way of a druid or wizard's spell, the 
only means of travel back. 


To the north of Talysra's Paw on the 
floor of the sea, can be found the 
sunken remains of a large vessel 

and the undead sailors who eternally 
guard the wreckage. The legends say 
that a man named Kenox stole 
Marnek's Wand of the Burning Dead 
and set sail for Erudin. Kenox had high 
hopes of meeting with the Deepwater 
Knights upon the waters of Erud's 
Crossing. As the two vessels met, it 

is said that the Wand of the Burning 
Dead erupted into flames and then a 
supernova of magic and fire, believed 
to have been caused by the enraged 
Marnek himself, incinerated both 
vessels and condemned the sailors to 
eternally wander the ocean floor as the undead. 


5 used as the primary route of trade 
nd Erudin. 


Notable NPCs 


Renna 


A skilled artisan and trader even before she migrated with the Laahr to this remote isle 
Renna is the only acting merchant upon Talysra's Paw. Like her fellow tribesmen, she is 
quite peaceful and welcoming of all travelers who wish to partake of her wares – long 
as they have not earned her disdain through the slaughter of her people. 


Renna also serves as a priestess to the kerran deity, Talysra, whom guided this small 
tribe of kerran from their native home of Kerra Isle. 
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А. To Toxxulia Forest 


B. To Erudin Palace 





C. Erudin City Library 
D. Temple of the Tranquil 
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Bestiary 

Monster Level: Monster Examples: 

N/A None 
Dangers 
Although the High Men have earned a reputation as an aristocratic society, perhaps 
even snobbish at times, the city of Erudin poses little threat to most outsiders unless 
wrongfully provoked. However, Erudin is a peaceful city of goodly denizens that detest 
evil and they will strike down any of the dark persuasion on sight. 
Benefits 
The merchants of the city sell many goods, and since the High Men are scholars of 


unmatched repute and talent, many arcane scrolls and components may be bought 
here that the other cities of Norrath are lacking. 


Background 


Resting upon the cliffs overlooking the Vasty Deep lays Erudin, the grand, clean white 
city of the High Men of Odus. High white marble walls and towers surround the city 
which is perched on а high cliff above the magical waters of the Vasty Deep. Its people 
thirst for knowledge, love art and music, and detest violence. Most of the city of Erudin 
is surrounded by very steep, rocky cliffs that the rough waters of Vasty Deep break upon 
with constant force. 


At the tip of the peninsula in front of the castle there is a natural outcropping of large 
rocks that forms a safe harbor in which the Erudites have built a dock, lighthouse and 
watchtower with a small walkway up the cliffs to the city towers. The docks service the 
two ships, the Maiden's Voyage and the Golden Mermaid, that sail between the cities of 
Oeynos and Erudin. 


In Erudin city proper, the bustling merchants, tradesmen, and High Men go about thelr 
daily business. Residing in a grand courtyard of meticulously kept stone walkways and 
beautiful gardens is the merchant area. Few of the buildings in this portion of the 

city are composed of wooden materials. Many stone paths run between the various 
merchant shops, the library, and inn. This area is well-traveled by both the general 
population and visitors to the city. 
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с Erudin Palace 
Erudin city is sophisticated, clean and beautiful. It features cobblestone streets, numerous ( Я 4 
lampposts, baskets of flowers, exotic caged birds, public fountains, and а well-landscaped 
park containing a library, college campus, music hall and arboretum where flowers and ( 
herbs are grown. Every building is ornate and constructed from clean, smooth stone. ( 
Across from the park is the colorful merchant area, bank, and social club where chess is 
played, ideas exchanged, and lofty ( 
arguments and discussions take ( 
place. This portion of the city 
includes the paladins and clerics of ( 
the Knights of the Deep, a temple ( 
dedicated to Prexus, the Ocean Lord. 
Built of cobalt and marble, this ( 
gray behemoth is as meticulous ( 
and grand as the surrounding city 
area, and is the primary source of ( 
Erudin's militia. ( 
Away from the center of the city is 
the humble temple of Quellious, ( 
Frudin offers a variety of merchants, renown scholars, where Erudin's peacemakers, who ( 
nagical supplies, and peaceful citizenry. preach and follow the teachings of 
The Tranquil, are forged. | 
Notable NPCs 
Warden Lius ( 


Warden Lius is in charge of Erudin's prison, where those who have committed crimes 
within the city are held. Punishment in Erudin is merciless to those who break its laws — 
a simple process known as "hollowing" is imposed upon the most vile of criminals, in 
attempt to maintain the peace out of fear of the city's justice system. 


Warden Lius oversees all prisoners of Erudin and personally gives the orders for the 
hollowing of those criminals worthy of such punishment. 














——— — Ј 
A. Tower of the Crimson Hand D. Bank of Erudin 
B. Tower of the Gate Callers E. To Erudin City 


C. Tower of the Craft Keepers 


> па 1194 











_ Erudin Palace 


Bestiary 





Monster Level: Monster Examples: 
N/A None 





Dangers 


As in the city at large, the residents of Erudin Palace are peaceful in nature until they are 
forced to defend themselves against aggression. Also, those of darker orientation might 
wish to avoid the well-armed and well-trained palace guards, for they like nothing more 
than to slay evil with a simple thrust of their blades. 


Benefits 


Upon the whole of Norrath there is no greater mind than that of an Erudite master. 
The Erudin guildmasters are unrivaled in their knowledge of the arcane, and their pupils 
reflect this fact. Many an arcane scroll can be purchased in the halls of Erudin’s Palace. 


Background 


The Palace of Erudin is accessible only from within the city walls. One must step upon 
enchanted glowing platforms to enter the palace proper. The city’s great officials and 
minds reside here, as do the three main halls of arcane practices acceptable within the 
walls of Erudin. 


Constructed of marble and the finest materials found on the whole of Norrath, the 
palace is a beautiful sight to behold. Banners of silk and tapestries of unrivaled beauty 
adorn the walls of this great wonder of Odus. Within the center of the palace resides a 
grand pool of clear, azure waters fueled by an enchanted fountain. These waters run 
throughout the whole of the palace, adding to its enchanting ambiance an almost 
seductive feeling of calm and peace. 


The Tower of Crimson Hands produces the greatest wizards in all of Norrath. It is a 

a large, rectangular-shaped stone block tower with a flat battlement top where one 
can see the land and sea to the horizon. Inside this tower is a library and study room, 
a meeting room, a basement, and the private study of the Head Wizard Ghanlin. 


>120 





< 


т Pn BD A у ы A A Bh A Oe Oo ff A @ ЕР A = A 









The rooms are all filled with shelves of books and serolls; light wooden boxes and colored 
glass jars hold some potions and various spell ingredients. 


Magicians who practice in the halls of Erudin are trained in Jaevin's School, a building 
made of azure marble and decorated with fine rugs and tapestries. The building has a 
teaching room, a lab, and а basement - all filled with the many various tools a magician 
needs to practice his trade. 


The enchanters hall, Beings Keep, is 
managed by Lanken Rjarn. Inside the 
marble hall, there is а small library 
overflowing with books and a couple 
of small tables for studying. 


Notable NPCs 


Agryn Moonfield 


Agryn Moonfield is the manager of 
the bank of Erudin, found in the bot- 
tom level of the palace. He is a good, —; 
kind man who is entrusted by all of 
Erudin to handle the vast amounts of 
money and precious treasures that 
are given to him for safe keeping. Many of the guildmasters of Erudin will send their 
young pupils to Agryn for Vasty Deep Water in exchange for their guild coins, proving 
that they are indeed citizens of Erudin and students of the guilds they claim. 
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Water flows throughout the palace, fueled by ап 
enchanted fountain in its center. 


Estate of Unrest 


Level 1 











A. To Dagnor's Cauldron C. To the Estate of Unrest L2 B. To the Estate of Unrest Li E. To the Estate of Unrest Ly 


B. To the Estate of Unrest L2 D. To the Estate of Unrest L2 D. To the Estate of Unrest [2 
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Estate of Unrert 


Bestiary 


Monster Level: Monster Examples: 


Jack o` Lanterns Zombies 

1 0-35 Skeletons Werebats 
Death Beetles Tentacle Terrors 
Mummies Mortuary Fungus 
Ghouls 


Dangers 


This mansion is a very difficult area. Many undead creatures make their home here, and 
will swarm on any visitors to their home. Stepping foot into the mansion itself would 
prove unwise for unskilled adventurers. 


Benefits 


Though the mansion is teaming with legions of undead, there are many items to be 
gained here. Many lost items of magic and lore can be found being worn by the long 
dead inhabitants. The difficulty of this area makes it an exciting place to adventure in. 


Background 


This large abandoned mansion built on a high bluff overlooking the murky waters of 
Dagnor's Cauldron is obviously of human construction. The mansion rests in the center 
of a large plot of land surrounded by a high, but crumbling, stone wall. Rumors are that 
the mansion is haunted by the powerful ghost of a dwarf named Garanel Rucksif who 
went mad and killed the inhabitants, a human priest of Quellious and his family. 


Garanel murdered the family inside the mansion's temple, dedicated to Quellious. As a 
result, when he died, Quellious cursed his ghost to spend eternity existing in the pain he 
inflicted upon his innocent victims. As time passed, the powers of Garanel's ghost grew, 
as did his maddened thirst for blood and murder. The spirits of unfortunate adventurers 
who met their demise at Garanel's hands were revived as his mindless, undead servants. 


Eventually the rumors of this haunted establishment reached the ears of a powerful 
erudite priest of The Faceless whose name has been lost to history. This priest entered 
the Estate of Unrest without fear and confronted Garanel, who immediately attempted 
to slay the mortal intruder. The priest was able to subdue Garanel's ghost, threatening to 
destroy him for eternity. 
















The thought of being vanquished entirely into the eternal blackness of non-existence 
drove Garanel to strike a bargain with his would-be killer. The priest, amused and wholly 
fascinated with Garanel's being and his tale, thought this the perfect opportunity to 
exploit the creation of his deity's divine opposition. 


The priest spent several days in prayer and eventually awoke the corpses of the human 
priest and his wife. For weeks the priest of fear tended to their bodies, restoring the 
appearance of life in their decayed 
corpses. He dissected each body in 
turn, stripping flesh from bone and 
removing their organs. When he was 
done with the dissections, the priest 
invoked the power of The Faceless 
and sacrificed himself to forever 
pervert Quellious' doing. 


With the power of the priest's final 
spell, each piece of dissected flesh 
grew and mutated into a full body, 
infused with the couples' spirits, 
stolen from Quellious and siphoned 
through the power of The Faceless. 
Garanel's curse remains intact, but the 
taint of The Faceless, made possible 
by the priest's self sacrifice, strengthened Garanel's power and hold upon the estate, 
now forever polluted by Quellious' cherished followers, now undead and in eternal pain. 


Lost items of magic and lore can be found | by those 
brave enough to face Garanel's ghost. 


Notable NPCs: 


Garanel Rucksif 


A human cleric of Quellious had taken his family to the shores of Faydwer from thelr 
home in Qeynos, This cleric built the mansion for himself and his family with the intent 
of bringing the knowledge of Quellious to the beings of Faydwer. 


Garanel of Kaladim, had inexplicably gone mad and murdered his wife and children. 
During his escape, he stumbled upon the cleric's estate and proceeded to brutally kill 
and torture the entire family in a small chapel to Quellious built for family worship. 


Quellious was so angered by this hideous offense to her worshippers, and particularly 
in a chapel dedicated to her, that she actually lost her temper and lashed out, striking 
down Garanel and dooming him to walk the halls of the estate forever. In time, Garanel's 
undead powers have grown, and all who disturb the estate ultimately face his wrath, 


X Bestiary 





Monster Level: Monster Examples: 
Snow Orcs 

1 -1 5 Goblins 
Snow Leopards 
Skeletons 
Gnolls 








Dangers 


The harsh, rugged environment of the frozen north has toughened the native creatures 
to the point where travel in the peaks is a dangerous prospect for young adventurers. 


Sharp and ridged, the snow-covered peaks are difficult to scale. Adventurers who are 
unfamiliar with this territory are advised to maintain a cautious pace, for one misplaced 
step will plummet them to their death. 


Although the environment is not prejudicial in its choice of victims, those of dark 
persuasions are even more exposed, The Barbarians of Halas seek to destroy any of a 
darker nature who cross their path. To this end, they have sent many of their finest 
warriors out into the frozen peaks to defend their homeland from the threats posed by 
Snow Orcs and Ice Giants. 


Benefits 


Halas’ warriors patrol the area outside the city gates, making this an ideal place for 
fledgling barbarian adventurers to hunt in relative safety. Merchants reside inside the 
cavernous city entrance, selling needed supplies and purchasing the hides and rusty 
weapons obtained from successful ventures in the peaks. 


The frozen north is also known as a place of profitable adventuring, being home to 
many bands of Snow Orcs and goblins. 


Background 


In the Elder Age, the ogres, giants and goblins conquered much of Norrath and began 
an assault on the Plane of Earth. This precipitated retribution from The Rathe in the form 
of a great curse against all of Rallos Zek's creations. 














( The fertile, northern homelands of the giants were frozen in the wake of the curse, and 
( those giants caught in this epicenter were transformed wholly into immortal creatures 
AES bic of living ice. Those creatures of Zek, orcs and goblins who were not uncommon In this 
„ МАЈУ ~ K region were struck to the core of their beings, becoming lesser creatures in mind and 
A. To Halas C. To Permafrost body than they had been. 


B. To Blackburrow D. The Caverns of Miragul 
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E Everfrost Peaks 


This frozen north is now known as Everfrost, and in the centuries following the fall of 
Zek's races it has become the homeland of the Northmen of Antonica. Linked to the rest 
of the world by the tunnels of Blackburrow, Everfrost crowns the northernmost reach 
of Antonica. The thick sheet of ice and year-round fall of snow, make this region the 
beautiful but deadly white jewel of Antonica. 


Goblins, Snow Orcs, and giants alike 
continue live in the north. When the 
barbarians settled in this region, 
they fought valiantly and relentlessly 
against these monsters in the hopes 
of claiming a homeland in the 
name of their then patron deity and 
attributed creator, Mithaniel Marr. 
Eventually the barbarians would gain 
enough advantage over their cursed 
foes to secure a permanent strong- 
hold named after Halas, a war hero 
responsible for their victory. To this 





Halas warriors patrol outside the city gates, making it day, the tension between the tribal 
ап ideal hunting area for fledgling adventurers. orcs and goblins and the barbarians 
" of Halas continues to rage. 





Notable NPCs 


Tundra Jack and Iceberg 


The eccentric barbarian, Tundra Jack, has traveled Norrath in search of gold and silver. 
During a stay in the dwarven city of Kaladim, he learned the secrets of dwarven mining, 
and the pleasures of dwarven ale. Once the yearning for adventure and treasure hunting 
caught up to him, Tundra Jack made for the elven forests of the Faydarks where, utilizing 
his charm and charisma, he convinced the Fier Dal rangers to teach him elven animal 
handling techniques and secrets of wilderness survival. When he finally returned to his 
homeland in the frozen north of Antonica he heard of a large bear terrorizing travelers 
in the Everfrost Peaks. He left Halas in search of the bear and, to the bewilderment of his 


fellow barbarians, befriended the creature, naming him Iceberg. ~ | : 


A. Wizard Spires D. Kelethin 











B. To the Lesser Faydark E. Crushbone 


C. To Felwi 
elwithe F. To the Butcherblock 


Mountains 
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Bestiary 





Monster Level: Monster Examples: 





1 59 5 0 Orc Warriors Pixie Tricksters 
Orc Shamans Decaying Skeletons 
Orc Centurions Black Wolves 
Orc Pawns 
Dangers 


The orcs of Crushbone and the elves of the Faydark have upheld a violent conflict 

for centuries. Brutal, merciless and extremely bloodthirsty, packs of orcs will ambush 
any native elf with the intent to kill. These orc groups will often have with them a 
shaman of The Plaguebringer well versed in healing his brethren in the midst of battle. 


On the other side, patrols of Faydark's finest warriors and knights pose a significant 
threat to those of dark persuasion. These knights will attack on sight those that they 
regard as abominations and eternal racial enemies. 


Benefits 


Although the orcs pose a imminent threat to the elves, their presence simultaneously 
provides a priceless element of training - not to mention abundant cloth armor and 

weaponry - for the young pupils of both Kelethin and Felwithe. The brutal and hearty 
nature of the orcs has helped forge some of the most versatile and hardened warriors 


and knights in all of Norrath. 


Background 


Centuries before the elves' migration from Antonica – then known as Tunaria – pixies, 


brownies and other magical creatures of the fay called this shady, lush wilderness home. 


Today, these creatures continue to inhabit the area in reluctant co-existence with the 
elven emigrants, even though most of the fay relocated to the lesser region of Faydark 
as the elven influx intensified. Still, it is not altogether uncommon for pixies and fae 
drakes to still be seen lurking about the woodland of the elves. 


Although the elves have dedicated themselves to the preservation of this calm, dark 
wilderness, the fay are wary of any mortal being. The race of pixies, who can be less 
forgiving than their fay brethren, have made it known to the elves on several occasions, 
through non-violent and highly annoying or intrusive pranks, that their presence is not 
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particularly welcome, This mild tension between the pixies and elves continues to exist, 
although neither side has deemed the other a true nemesis. 


The large, shadowy forest, is comprised of both coniferous beauties and evergreen giants. 
The gates to Felwithe, the home of the Koada Dal, lie upon the western borders of this 
expansive woodland, while the great Fier Dal city of Kelethin rests atop the eastern 
forest's canopy. A thin, winding trail leads from Kelethin's base and branches out to 
the neighboring regions of the 
Lesser Faydark to the northwest 
and the southwestern mountains 
of Butcherblock, easing travel for 
the unfamiliar adventurer. 


However, the elves are not the only 
emigrants to have settled in this area, 
for the orcs of Crushbone inhabited a 
small portion of the northern area of 
the woods but a few short decades 
before the elves' arrival, The elves 
have engaged in constant battle with 
the hostile Crushbone clan since the 
construction of both Felwithe and 
Kelethin began — a struggle that rages 
on to this day. Small outposts and 
camps of orcs have been established in the northern corner of the woods, just beyond 
the gates of the Crushbone citadel. This citadel has become the primary focus of both 
the high and woodland elves as they struggle to defend their precious, beloved woods 
from the infestation of these plague-worshiping orcs. 


Pixies play non-violent yet highly annoying pranks in 
the shadowy elven woodlands. 


Notable NPCs 
The Heartwood Master 


The Heartwood Master is a wise and elderly Fier Dal whose youthful appearance seems 
to defy his years spent in the Faydarks of Norrath. As the leader of the Soldiers of Tunare, 
the Heartwood Master guides the Fier’ Dal through his teachings and devotions to 
Tunare, the All Mother. It is said that The Heartwood Master hears Tunare's volce directly 
and that he has been blessed with a life span rivaling that of the strongest of trees, 
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Bestiary 
\ ! d y Ler P Er Monster Level: Monster Examples: 
| Faerie Guard 
a р E 1-50 Skeletons al 
Mummies 
Beetles 
Fae Drakes 
Dangers 


The children of the fay are extremely protective of this, their last homeland. Brownies 
are rumored to be especially disdainful toward those who stumble upon their lands – 
killing any who are foolish enough to disrespect their reclusive wishes. 


Beyond the territorial fay residents, the Teir Dal have set a minor stronghold here in 
their efforts to coordinate and maintain the alliance with the orcs of Crushbone to 


the west. These Teir Dal are a dangerous threat to any that do not give their pledge 
to the Prince of Hate. 


Benefits 


The Lesser Faydark is an excellent place for those adventurers whom have found the 
trials of the Greater Faydark to become tedious and no longer beneficial to enhancing 
their personal power. Undead of all sort wander this area, making the spells of priests 
and knights most useful. 


Background 


The magical races of the fay have resided within the dark, emerald wilderness of the 
Faydark forest for millennia, Since before the dwarves or gnomes surfaced, and in the 
time before the arrival of the elves, these creatures were the only civilized inhabitants 


of the Faydark – living in harmony and dependence upon the untouched purity of the 
/ beautiful woods. 


When the elves migrated from their native Tunaria - now known as Antonica – most of 
) the fay abandoned the greater forest where the elves had chosen to settle. Not wishing 
direct confrontation nor friendship with these mortal arrivals, the fay relocated to the 
lesser, although more dangerous region of Faydark. There, these creatures have resided 
) for generations in relative peace, although the nearby shadow of Mistmoore Castle to 
the east casts an eerie discomfort over their land. 











Their territory reduced to a fraction of their former homeland, the fay races guard the 
Lesser Faydark with a fierce hostility that would otherwise be uncharacteristic of their 
reclusive, shy natures. Most creatures retain their natural avoidance of mortals and do 


A. Brownie Village | D. To the Greater Faydark 


B. Faerie Court E. To the Steamfont Mountains 


C. To Castle Mistmoore 
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not actively seek confrontation, but when one stumbles upon a brownie's farm or a 
faerie's magical ring, it is not uncommon to never hear from that individual again – be 


they elf, troll, or human. 


The region of the Lesser Faydark is considerably smaller than its sister land, the Greater 
Faydark, which extends to the lesser forest's southwestern borders. To the northwest 


rownies have been known to kill any foolish enough 
b disturb their seclusion. 





lies the pass that connects to the 
mountains of Steamfont. In the east, 
the castle of Mistmoore has threat- 
ened these lands with its taint and 
corruption for millennia. 


Notable NPCs 


Equestrielle 


Before the rediscovery of the 
frozen continent of Velious, the 
Lesser Faydark was thought to 

be the home of the only known 
unicorn upon the whole of Norrath. 
Equestrielle, an ancient creature of 
incredible wisdom, has wandered 


the forests of the Faydark for countless years. Although shy and reclusive, this maiden 
unicorn will not pose a threat to those who have shown the light of Tunare to flow 


brilliantly throughout their conscience and convictions. 


EIS 








A. To Oggok 
B. To the Innothule Swamp 


C. To the Rathe Mountains 





D. The Temple of Cazic-Thule 


E. Portal to the Plane of Fear 
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. Feerott 


Bestiary 








Monster Level: Monster Examples: 


1 -3 5 Froglok Tads 
Jungle Spiderlings 


Brown Bears 
Spectres 








Dangers 


Although most of the ogres that frequent the swamps are young hunters, the dreaded 
“Bouncers” of Oggok also patrol the Feerott. Oggok's Bouncers detest those of lighter 
heart and honor and will slay any who the ogres view in disdain. Adventurers who are 
not welcome among the ogres are advised to avoid the roads and the stone bridge that 
crosses the narrow waterway running through the jungle, as these are the most common 


patrols of the ogre guards. 


Benefits 


The Bouncer may provide a danger for the more fair and kind citizens of Norrath, but 
they are a great assistance to those they view as allies. Young ogres, Teir Dal, and trolls 
that hunt this area may flee to a nearby Bouncer's club if they are in danger. 


Background 


This dark and dangerous jungle is home to many wild and deadly creatures, including 
the Alliz Tae Ew and Alliz Evol Ew tribes of lizard men. It is said that a portal to the 
Plane of Fear is located somewhere in the Feerott and that fearsome minions loyal 
to Cazic-Thule himself prowl the murky terrain. 


Within the depths of this harsh, swamp-like jungle, it is rumored there resides the ruins 
of an ancient temple erected in reverence and homage to The Faceless, Cazic-Thule. 
This lost temple has become a subject of legend and fascination for both scholars and 
crusaders of the Lord of Fear – though some belive that what has been lost to history is 


often best left in the shrouded haze of the forgotten. 


In addition to the mysteries that lurk within this dark, humid, and inhospitable region, 
there is a well-known and much feared presence - the ogres of Oggok. The gates to their 
oversized, simple stone city lie in the furthest reaches of the northeastern border, and its 
dim-witted and hot-tempered behemoth citizens frequent the nearby swamps. 
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A road of earth, carved out of the 
overgrown foliage, runs through the 
jungle and connects the swamp of 
Innothule to Oggok and the pass that 
leads to the neighboring mountains 
of Rathe. 


Notable NPCs 
Roror 


The marshlands of the Feerott are 
home to numerous sinister creatures, 
including the Alliz Tae Ew, a cannibal- ne 

istic tibi Ага men devoted to The road and stone bridge that cross the jungle water- 
The Facilis Bed Cie Thule. Roror a way are heavily patrolled by the "Bouncers "of Oggok. 
Tae Ew high priest of Cazic-Thule can = 


d RIED marshlands, preaching the frightful dogma of The Faceless to 
r any others that come his way. It is rumored th 

; i | k at Rorer has on occasi 
blessed items in the name of Cazic-Thule in exchange for a sum of gold coins ps 
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A. To the Greater Faydark 


B. To Southern Felwithe 


C. Paladins of Tunare 
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E. Clerics of Tunare 


Bestiary 


——————— 








Monster Level: Monster Examples: 
N/A None 
Dangers 


Like the southern portion of the city, the arcane keep is heavily guarded by skilled 
knights appointed to their posts by King Tearis Thex himself. These knights will strike 
down any who have earned the disdain or ill will of the Koada Dal for any reason. 
Those of dark persuasion are advised to remain as far from the walls of Felwithe as 
possible, else they meet a sure and quick fate. 


Benefits 


The northern region of Felwithe houses all three arcane halls and has been outfitted to 
accommodate each of these separate practices. Spells, reagents, and supplies may be 


found here for each of these studies, making the acquisition of such items a mere, quick 
trip back to the alcove and tower. 


Background 


Beyond the grand white bridge and the waterway that overlooks the temple of Tunare 
lies the quiet northern region of the fair Koada Dal city of Felwithe. Here Felwithe's 
magicians, enchanters, and wizards reside, endlessly studying the countless ancient 
tomes that survived the horrible devastation of their former homeland of Takish'Hiz, 
now ruined at the bottom of a desert grave. 


A single shop resides in this small alcove carved from the waters of a crystalline pond. 
This shop, built into an overhang of ivy-draped earth, supplies the young apprentices 
with reagents, spells, robes, and other supplies that any aspiring arcane pupil needs to 
survive in the dangerous wilderness beyond the city gates. 





Across from the small shop stands a single white marble tower that magically sits atop 
a deep pond. To enter this tower, one must but step upon the glowing platform that will 
transport one into the otherwise inaccessible arcane hall. 


Constructed of the finest marble and adorned with precious jewels, metals, silk tapestries, 
and magical runes, the tower houses the guildhalls of the three arcane practices of the 
Koada Dal. The foyer of the tower is a large, circular room with three glowing teleport 
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platforms stationed beneath the respective banners of each of the magical guilds. 5 А Wt £ бди thern 
A young apprentice must step upon the teleport pad that is beneath the banner of ( 
their corresponding study to reach their appropriate study hall and guild master. ( =: 
( 
( 
Notable NPCs 
( 
General Jyleel 
( 


А general in the Koada Vie, the 
elite paladin organization of the ( 
Felwithe Defenders, Jyleel trains 
and monitors the new recruits. 


In times of war, General Jyleel has ( 

proven to be a valuable asset to 

the defense of the keep, leading the ( 

stalwart Felwithe Defenders with ( 

courage and remarkable strategic 

and tactical skill. ( 
killed knights appointed by the king guard the entry ( 


the tower which houses the three arcane guilds. Yeolarn Bronzeleaf 





The High Priest of Tunare in charge 
of running Felwithe's Temple of the All Mother, Yeolarn's is unsurpassed in his zeal to ( 
protect the Коада Dal and Fier Dal from their enemies of Tunare's children. As such, 
he is an important asset to Felwithe's defenses against the dark forces of the Teir Dal. 
Clerics of of all ranks are often charged by Yeolorn himself with tasks concerning the í 
disturbing plight of the Teir Dal. Outsiders often mistake Yeolarn's fervor against the 
dark elves as hatred for the Koada Dal's twisted brethren. То the contrary, Yeolarn would ( 
like nothing more than to remove the taint of Innoruuk from the Tier Dal and return 
them to the goodly elven nations. 











A. Enchanter Guild Hall —— | €. Wizard Guild Hall 


B. Magician Guild Hall D. To Northern Felwithe 
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- Felwithe, Southern 


Bestiary 





Monster Level: Monster Examples: 


N/A None 





Dangers 


Most travelers are warmly welcome to pass through Felwithe's gates, but woe to the 
foolish villain that dares to trespass upon this pure, sacred city. Felwithe's guards are 

some of the most powerful swordsmen and clerics in all of Norrath, and their blades 
are quick to strike down those who have earned their disdain. 


Benefits 


Felwithe is the home to Norrath's Koada'Dal and has bred many an esteemed hero. 
Paladins and clerics are the pride of this city, boasting elaborate guildhalls of unrivaled 


beauty and majesty. 


Travelers who frequent this city, have ample opportunity to purchase Koada Dal wares 
and crafts, and imbibe the finest wines in all of Norrath in the hamlet's many taverns. 


Background 


This royal lakeside hamlet was founded after the destruction of the ancient forest Elddar 
on the continent of Antonica. It was named after the Коада Dal hero Alissa Felwithe 
who led her people to Faydwer in those dark years and helped to secure the Greater 
Faydark as the new homeland of Tunare’s children. 


The city was built by the Koada' Dal with the assistance of dwarves; its construction a 
combination of beautiful and delicate magical elf work and earthy dwarven labor. 
Buildings mix unpainted heavy wooden support beams with plain white-washed walls. 
There is a fantastic" quality fostered by multicolored paints, the liberal use of gems and 
precious metals, and mysterious magical carvings. 


Many shops, taverns and inns accommodate the constant influx of visitors. These estab- 
lishments also outfit and supply the steady flow of adventurers that emerge from the 
guildhalls of Felwithe. One of the most notable shops is Faydark's Bane, a well-built 
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wooden building owned and operated Бу Tolis Fearnone. А then-young King Теагіѕ Thex 
knighted Tolis after he slew a horde of orcs threatening Felwithe during its construction. 
Now old and gray, Tolis is known for his well-crafted longswords, favorites of Norrath's 
elven swordsmen. 


A crystalline moat surrounds the whole of Felwithe. Just beyond the moat to the south, 
an enormous white marble gate leads out to the Greater Faydark Forest. The passage 
from the north party of the city to the 
south can be found beyond the small 
pond that empties into the moat. 





Notable NPCs 


Niola Impholder 


The magical academy, Keepers of the 
Art, is headed by a council of three of 
Koada' Dal's most skilled magic users, 
each representing one of the magical 
arts practiced by the High Elves. 

Niola Impholder is the magician 
representative on the arcane council. 
She often sends her students on 
menial tasks such as the gathering of 
magical components for the more experienced magicians. This practice is not to degrade 
the pupils, but to enhance their understanding of the master/servant dynamic, as they 
will one day summon a variety of creatures into servitude. 


Felwithe is home to paladin and cleric guilds, the magic 
of the Koada Dal, and the best vintages in all Norrath. 





Kinool Goldsinger 


The enchanter on the Keepers of the Art is Kinool Goldsinger. Kinool grants his pupils 
many freedoms compared to the other masters, believing that too many rules would 
hinder their creative application of enchantments. This, however, does not mean that 
Kinool is a lenient teacher. While the most dedicated and apt are well-rewarded, he can 
also be highly critical of his students' progress. 


Tarker Blazetoss 


Tarker Blazetoss represents the art of wizardry on the council. Tarker is blunt in speech, 
manner, and instruction, keeping his lessons short and offering his wizardry pupils much 
time for study and contemplation. Tarker is an ideal mentor for the art of wizardry, 
which requires discipline and intense study to safely practice, and does not require the 
leadership skills of a magician, or the creativity and social graces of an enchanter. 
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A. To Eastern Сађу 
B. To the Swamp of No Hope 
C. To the Emerald Jungle 











D. To Warsliks Woods 
E. Kurn's Tower 


F. Kaesora 


Bestiary 











Monster Level: Monster Examples: 
1 21 5 Decaying Skeletons 
Scaled Wolves 
Scorpions 
Dangers 


The Field of Bone poses many dangers to the Iksar broodlings that choose this place 
as their first training ground. Many of the creatures that frequent this area are not 
initially hostile, although when provoked, they may come in hordes – surrounding the 
unsuspecting adventurer with more than they bargained for. 


Benefits 


The plentiful presence of the undead makes this place ideal for young Iksar shadow- 
knights and necromancers, as bone chips are a necessity for their most powerful spells. 
Also, the items collected here may fetch a fair price at the market of Cabilis if sold to 
the proper vendors. 


Due to its proximity to Cabilis, many Iksar guards patrol this area. Broodlings who find 
themselves in a bit of a rut may flee to the guards, who will quickly vanquish the 
onslaught of creatures. 


Background 


Beyond the northwest gates of Western Cabilis lay the Field of Bone - a common 
ground for Iksar broodlings to hone their skills and gather components and supplies 
for the long road that awaits them. 


This place was once a flush and fertile field in the early days of the Iksar, but now lies 
as a desolate wasteland not worthy of the classification of a desert. The bones of every 
race on the continent litter the ground in more volume than earthly vegetation and 
the ancient ruins of a once grand city continue to crumble and crack in the blistering, 
unforgiving climate. This carpet of sun-bleached bones and rubble is the remnant of 
the great wars fought on this open plain of battle between the Iksar and their countless 
foes at the peak of their Empire. It is said that the remains of a great, ancient dragon, 
Jaled-Dar, lay in waste where the child of Veeshan fell at the hand of Ganak, the last of 
the Iksar emperors. 


Today, this field is haunted. Undead prowl the landscape in the stale, dry air of night and 
there are rumors of other spiritual forces lurking in the shadows. At the center of this 
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Field of Bone C 

| Fi ? y) | 
wasteland rests the ruins of the old Iksar citadel of Kaesora, which is now said to be С 
inhabited by an ancient Sarnak vampire lord named Xalgoz and his minions. To the 


west, the tower of Kurn stands in disrepair, threatening to collapse with each gust of C Surface Area 


dry, foul wind. Beyond the ruins of Kaesora and to the north, the first reaches of Warslik's 
Wood spill out into the outskirts of the desolate field. « 


Notable NPCs ( 


The Tangrin 


On a small island off the shores of 

the Field of Bone, a lone creature 

known as the Tangrin lives among C 
the ancient trees of Hemildor. He is 

the last of the Malkara, a once 

powerful group of ancient gorillas ( 
that inhabited the Emerald Jungle. 
The Tangrin has lived through the < 
rise and fall of the Shissar and Iksar C 
empires. While of uncertain intelli- 

gence, he is fiercely territorial and e 
will attack anyone who dares tread 
on the mystic sands of his home. 
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ksar magic wielders can collect bone chips for their 
spells in this haunted, sun-blistered landscape. 














A. Firiona Vie Outpost C. To the Dreadlands 


B. Docks to Timorous Deep and D. To the Swamp of No Hope 
the Butcherblock Mountains 


E. Sebilsian Ruins 
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Firtoua Vie 


Underground Tunnels 
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A. To Surface 
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Bestiary 








Monster Level: Monster Examples: 
1 5-60 Giant Leeches Drachnids 
Mountain Giants Firiona Drixies 
Elf Guardsmen Frogloks 
Dangers 


The elven outpost of Firiona Vie has endured constant assaults from the inhabitants of 
the surrounding lands. Frogloks from the Swamp of No Hope persist in their hatred of 
the elves for reasons not clear. Other creatures such as the Drolvargs and the Drachnids 
have also made their hostility recently known to the outpost's settlers. 


The outpost itself poses a major threat to any who has not earned the acceptance of 
the elves. Those of dark intent who venture foolishly into Firiona Vie will find themselves 
quickly expired at the end of an elvish blade if they are not wary of their actions. 


Benefits 


The outpost of Firiona Vie is the only stop where good and neutral aligned adventurers 
lacking transport may enter Kunark via a wizard or druid’s spell. 


Firiona Vie also houses a plethora of shops and taverns where adventurers may gather 
to sell their goods and purchase supplies for the long journeys ahead. 


Background 


Several centuries past, the first landing by elves was made at what is now Firiona Vie. 
However, the elven forces were slain within a single year of their arrival by froglok raids 
orchestrated by Venril Sathir. Two hundred years later, the elves landed again in the area. 
This time, they were able to resist the onslaught of froglok assaults. However, a new 
enemy reared its head in the form of the Forest Giants and the fledgling outpost was 
once again destroyed with the elven troops either slain or sent sailing back to Faydwer. 


For another two decades, the elves would abandon their attempts to land and success- 
fully establish an outpost on Kunark. When the kidnapping of Firiona Vie, heir to the 
throne of Felwithe and champion of Tunare, reached the ears of King Tearis Thex, the 
orders were issued for the elvish army to return. An army of immeasurable proportions 
arrived to fend off the frogloks, although the giants are no where to be found, their 
internal strife occupying the entirety of their meek attentions. A fort is erected and 
named in dedication of the champion that had inspired their success – Firiona Vie. 
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Named for the chosen of Tunare, Firiona Vie is a safe 
haven for all champions of the light. 


_ Firiona Vie 





Adventurers, mercenaries and frontiersmen arrived on the shores of the new outpost, 
led by Galeth Veredeth, Firiona's mentor and a seasoned knight of great prowess. 

The growing town was fortified further and began to trade with a more peaceful Forest 
Giant tribe in the Dreadlands. A grand, enormous statue of the outpost's namesake 
stands in the center of the octagonal courtyard - a gift made of mithril and white marble 
from the dwarven sympathizers of 
Kaladim. However, the outpost is 
not yet complete as the continuing 
froglok raids have kept the residents 
too occupied with the immediate 
threat from their neighbors. 


This outpost has an active dock 
where the Maiden's Voyage, the 
magnificent Коада Dal vessel 
powered by the unrivaled magic of 
the elves, takes adventurers to and 
from Kunark. The outpost continues 
to welcome adventurers in hopes 
that they will aid in quelling the 
threats that lay in the lands just 
beyond the outpost's walls. 





Notable NPCs 
Sir Galeth Veredeth 


In his youth, Galeth Veredeth was a knight of unsurpassed skill and unrivaled in his 
devotion to the the hierarchy of Felwithe and the grace of Tunare. Galeth Veredeth was 
knighted when his blade and leadership proved instrumental in the success of the elven 
king's royal platoon in a heated confrontation with the despised orcs of Crushbone. 
Years would pass and Galeth's prowess upon the battlefield and his loyalty to Felwithe 
would earn him a seat among King Tearis Thex's advisors and closest guardians. 


Galeth would fall from the king's grace due to his unflinching idealism. In keeping with 
his strict view of how Tunare's children should behave, the zealous knight protested a 
notable turn in the philosophy of the High Elves. Self-exiled into the deepest regions of 
the Faydark, Galeth lived for years as a hermit within the silent wilderness. However, fate 
would find him once more and his purpose in the eyes of the great Mother of All would 
be delivered in the form of an elvish child named Firiona Vie. 
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In the tranquil seclusion of the deep Faydark, Galeth and his pupil lived for decades – 
the elder knight mentoring his ward in the ways of faith, the sword, and all matters that 
he held dearest to his elven heart. The day eventually came when Galeth released the 
young swordsmaiden into the world to seek her destiny. Many years would pass before 
they were reunited. 


Upon Firiona Vie's return, Galeth returned to Felwithe and presented the now accom- 
plished heroine to Tearis Thex as the Champion of Tunare. She was received warmly as 


the people's savior and the king's own daughter, and Galeth was restored to his former 
seat at Tearis' table of advisors. 


When Firiona Vie and her companions ventured again to the treacherous lands of 
Kunark and did not return, Galeth was appointed by Tearis personally to oversee her 
rescue efforts and the construction of a stronghold upon the lands where the elves 
had failed twice before. Successfully, Galeth oversaw his duties to the fullest — the elven 
princess and divine champion was released from the clutches of Venril Sathir's minions 
and the outpost of Firiona Vie remained standing strong in its position. 


To this day, Galeth Veredeth continues to oversee the stronghold and maintain the 
elves' only hold upon the continent of Kunark. 
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. To the Northern Desert of Ro 


B. Boats to the Ocean of Tears and 


the Butcherblock Mountains 


. To Western Freeport 
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D. Ikthar's Armor 
E. Freeport Slums 
F. Soulbinder 
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Underground Tunnel 
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A. To Western Freeport 


B. To the Northern Desert of Ro 


C. To Freeport Harbor 


D. Temple of Innoruuk 
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Freeport, Eastern 


Bestiary 


Monster Level: 


кн 


Monster Examples: 


Snakes 
Bats 

Orc Pawns 
Rats 


Dangers 


A secret hideout for the worshippers of Innoruuk resides in the catacombs beneath 
the city slums. It is housed in the basement of an abandoned building and accessed 
through the thieves’ tunnels, but all deny its existence out of utter fear of the knights. 


The leader of the shadowknights of Freeport is Pietro Zarn, a malcontent who is the 
embodiment of pure evil. It is well-known throughout the city that anyone who foolishly 
ventures into the catacombs and is not a devout worshipper of the Prince of Hate will 
be killed on sight. 


Benefits 


The trading hub of the world, Eastern Freeport is the docking port for the ships that sail 
through the Ocean of Tears to the continent of Faydwer. Travelers can safely board the 
two ships that dock here every few hours and take the long voyage to the Butcherblock 
Mountains. Likewise, every traveler is welcome in the city of Freeport – until they earn 
the disdain of Lucan and his guards, of course. 


As with most cities of Norrath, Freeport has spawned many a hero and villain within 
its walls. The eastern gate, heavily guarded by Lucan's militia, offers reasonably secure 
training for Freeport's ambitious youth. 


Background 


The port-side city of Freeport is divided in two by the opposing powers that vie for 
control of the city. The eastern quarter is not alone in being dominated by Sir Lucan and 
his loyal militia of warriors. It houses the bustling docks that are its lifeblood, and is also 
the home to the rogues' guild which traffics all of the underground business. Much of 
the income derived by the rogues has been used to develop Lucan's militia into one of 
the most powerful and fearsome in the whole of Norrath. 











The Port Authority runs the city's main boathouse and nautical supply store which is 
manned by a hardy old sea dog by the name of Tarker Gargurd. Tarker is a gruff sort, 
but this human's wealth of local knowledge can prove invaluable. 


Run by Gregor Nasin and his wife Elisi, the Seafarer's Roost is a cheap but dangerous inn. 
Unbeknownst to her husband, Elisi is the Guildmaster of Rogues in Freeport. She takes 
note of any patrons who seem to be 
carrying more wealth than they could 
possibly need, and might help them 
out by relieving them of some of it. 
There is a trap door in Elisi's room 
tying into the network of tunnels the 
rogues have built beneath Freeport. 


Right across from the docks is one 
of the toughest taverns on all of 
Norrath. Patronized by the local 
militia and hardened adventurers, 
this establishment never closes, 
much to the delight and anguish 

of the pub's owner/operator, Retchin 
Krundd, a decidedly unattractive but 
flirtatious female dwarf. 


Norrath’s major trading hub, vessels dock at Freeport as 
they sail through the Ocean of Tears to Faydwer. 


Eastern Freeport, with its plethora of bustling inns, taverns, and shops, is the dingiest 
portion of the city. Many abandoned buildings and shanties are cramped together, filled 
with crooked merchants, thieves, travelers, vagrants, and smugglers. A greater evil than 
common criminals, however, lurks in the catacombs beneath the city. 


The city is bordered by the Northern Desert of Ro to the south, the Ocean of Tears to 
the east, and to the west the slightly more civilized quarter of Western Freeport, 


Notable NPCs 
Ikthar 


Ikthar is а human armorer of great skill. His helms are known as the finest in Norrath 
and are priced accordingly, Other merchandise is more affordable because it 15 mostly 
crafted by his apprentice, a young boy named Kif. His wood shop contains a small wing 
made out of stone that houses his forge. Located near the border of northern and 
southern Freeport, the shop shows signs of decay and vandalism, 
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Freeport, Northern 











A. To West Freeport 
B. The Temple of Marr 
C. The Hall of Truth 





D. The Vault, 
Bank of Freeport 


E. Marsheart's Chords 


Bestiary 








Monster Level: Monster Examples: 
N/A None 
Dangers 


Although most travelers and adventurers are welcomed in Northern Freeport, those of 
evil persuasion are nct tolerated. The Knights of Truth guard this area fervently and will 
strike down any evil presence that makes itself known. 


Benefits 


Northern Freeport holds the only bank in all of Freeport City, and has a great variety of 
shops and taverns. 


Background 


The northern quarter of the city is the last hope for the goodly, honorable citizens of 
Freeport and is blessedly free of Lucan's influence. The residents of the Temple of Marr 
maintain control over Northern Freeport, although for how much longer is unknown. 
Lucan’s influence grows with each passing day, and many believe that it is only a matter 
of time before the corrupt general conquers this last bastion of the kind and lawful who 
prosper here. 


The clerics and paladins who serve this temple revere dual deities, the twin gods, 
Mithaniel and Erollisi Marr. They reside in the large, beautiful structure that houses 
both the Temple of Marr and the Hall of Truth. These guardians of Northern Freeport 
hold the virtues of valor and love above all others. The temple works closely with the 
Knights of Truth in their attempts to cleanse Freeport of the filth that corrupts it; both 
factions struggle selflessly to bring law and order to the people. The leader of the 
Knights of Truth is a war-hardened paladin named Veleron Dushire and the high priest 
is a man by the name of Tholius Quey. 


The Temple of Marr nurtures Freeport's most valiant of protectors and honorable 

of citizens. Predictably, these goodly knights and clerics are detested by Lucan's militia; 
the larger portions of the city beneath his control, although not outright hostile, are 
barely tolerant of their presence. The young pupils of the temple must venture to either 
the west or east gates of the city to hone their skills of blade and faith. 
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Northern Freeport also houses Marsheart's Chords guild, the east chapter of the League ( 
of Antonican Bards. All of Freeport's young bards begin their training at this guildhall, 
a tall, blue building made of wood. ( 
' Surface Area 
The area known as the marketplace is the main trade center of Northern Freeport where ( 
merchants have set up several colorful shops and tents. The marketplace is well-guarded ( 
by the Knights of Truth, and is 


frequented by the rich merchants ( 
and travelers that pass through 
Freeport. This area is much nicer 
and safer than the slum markets ( 
of Eastern Freeport, but also 
more expensive. 


In the center of the market place 
lies Freeport's bank, The Vault. ( 
Controlled by the Knights of Truth, 

The Vault and its keeper Nethan ( 





Roah are perhaps the only two things ( 
: in Freeport a stranger can truly trust. 
Гће clerics and paladins of the Temple of Marr work The Vault is a solid block of stone ( 
with the Knights of Truth to curtail Lucan’s influence that has been hollowed out with í 
i a steel door attached. Nethan can 
usually be found in the vault itself while two tellers, Soris and Peran, help customers. ( 


There are two Knights of Truth on guard here at all times. Anyone can store any amount 
of money in The Vault and feel secure that it will be there when they get back. 


Notable NPCs ( 


Svinal Wyspin ( 





The Imporium, a scrubby little shop with an illustrious name, is run by a grubby little ( 
Gnome named Svinal Wyspin and his brother Lystyn. Svinal is a fixer who, despite his 
haggard and almost gruff demeanor, is very fond of young adventurers. He buys 

old equipment of all sorts and "fixes" them before reselling them for a healthy profit. ( 
Svinal believes he is a master craftsman and takes offense at anyone who denigrates 
his work. However, many young adventurers are encouraged to visit this shop, for his 











wares – although not the finest in all of Norrath – are very suitable for those still in the ( ie 
i f their training. in 
first steps o the training | A. To Northern Freeport E. The Freeport Militia 
B. To East Freeport F. The Academy of Arcane Science 
( C. The Arena G. Theatre of the Tranquil 
D. To the Eastern Commonlands 
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Underground Tunnels 
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Freesort, Wertern 





A. To the Eastern Commonlands 
B. To Northern Freeport 
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C. To Eastern Freeport 


Bestiary 











Monster Level: Monster Examples: 
1 29 0 Rock Snakes 
Bats 
Rats 
Orc Pawns 
Dangers 


Lucan's militia has an iron grip upon the city and any who have earned disfavor with his 
corrupt organization would be wise to avoid the western gates of Freeport. 


Benefits 


The western gates are heavily guarded by Lucan's guards, assuring that those who train 
in the grounds just beyond do not drag the orcs or other various creatures who lurk in 
the dry, dusty lot into the city. 


Background 


Western Freeport is the epicenter of Lucan's control and is the military's most fortified 
area of civil defense. The militia house, a red brick building, sits near the main gates of 
the city, assuring that no unwelcome intruders enter the city's boundaries. This building 
is used as a barracks for the militia, which acts as the city's fairly disorganized and 
corrupt policing. The chief of the militia, Lucan D'leer, is the closest Freeport has to a 
civic leader and he uses the militia to strongarm the populace and visitors out of their 
gold in the name of "taxes." 


The Bunker, adjacent to the arena, has produced the vast majority of Lucan’s militia, 
as well as many Norrathian warriors of unrivaled skill and renown. The guildmaster, 
Cain Darkmoore, is a seasoned veteran of many battles, both personal and epic. He is 
a hearty soul with the utmost skill in blades of all kinds, although where he places his 
loyalties in regard to the city's fractious political situation remains unknown. 


Beyond its military strength, Western Freeport is also home to the great minds and 
scientists of the city. The Academy of Arcane Science, an odd floating building, rests in 
the heart of Western Freeport. This building serves as the guildhouse for all magic users 
in the city, and is protected by the powerful enchantments of its arcane masters. 

The magicians of Freeport are loyal unto themselves, choosing to remain as far away as 
possible from the conflict between Lucan and the Knights of Truth. Lorme Tredore, master 
Magician, runs the Academy. 


161& 








hec 
salso home to an arcane academy and a bard theatre. nasty poisons to the Rogues Guild= 


* 162 








Freeport, Wertern 


Freeport's one and only stage for live entertainment is the Theatre of the Tranquil. 
Built by the League of Antonican Bards, the Theater offers some of the best plays and 
concerts in all of Norrath. The Theater was built with the help and blessing of the Ashen 
Order and dedicated to Quellious in their honor. This stage was built before the training 
grounds of the Freeport Monks, lead by Puab Closk. 


Torlig's Herbs and Medicines is a 
house decorated brightly with green 
and white silks. Its human owner and 
operator, Torlig Mudel, who runs the 
shop with his wife Olyna, is similarly 
dressed. Torlig is an alchemist by 
trade and offers several rare as well 
as many mundane herbs and potions 
for sale. Torlig is an honorable man 
who asks fair value and has little 
patience for scalawags who haggle 
over price. However, Torlig is also a 
businessman who wants to make a 
enter of Lucan's military power, Western Freeport profit and is not above selling several 


for a fair price of course. 


Notable NPCs 


Sir Lucan 0 '[еге 


Once a respected paladin of Marr, Sir Lucan D'Lere fell from grace of his own volition. 
After winning the trust of the majority of Freeports citizens during a long and victorious 
campaign against the Clan Deathfist Orcs, Sir Lucan broke away from the Temple of Marr 
and formed the Freeport Militia. The Freeport Militia quickly swelled in numbers and 
soon became the dominant military force of Freeport. Although the militia still has a 
majority of strong supporters within the city, there are those who speak of corruption 
and а rising evil within the militias members. 


Frontier Vountatus 
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To the Dreadlands E. The Temple of Droga 


To the Burning Woods F. The Mines of Nurga 
To the Lake of Ill Omen G. Mountain Giant Fortress 
. To the Overthere 
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_ Frontier Mountains 





Bestiary 





Monster Level: Monster Examples: 


Forest Giant 
1 2-3 o Goblins 





Dangers 


Both the giant and goblin inhabitants of these mountains are extremely hostile to all 
adventurers and caution should be taken when traveling through here. 


The terrain of the mountains poses some danger to the unwary traveler, for to move 
too swiftly and lose one's footing may result in serious injury, if not death. 


Benefits 


The Frontier Mountains offers an ideal hunting place for groups of adventurers, as the 
goblin and giant camps alike provide a great resource for gold. 


Background 


The Frontier Mountains are a large mountain range that separates western and eastern 
Kunark with the plains of the Overthere to the west and the Dreadlands to the east. 
These tall, jagged peaks form an almost impenetrable barrier across the width of Kunark 
and are home to a variety of Kunark's races. 


The Kromdul have established settlements throughout the mountain range, as have 
small bands of the Mountain Death tribe of goblins. The Mountain Death tribe mines 
of Droga and Nurga reside in the northwestern peaks. Beside the Kromdul and goblin 
threats, the Sarnak have moved into the region in hopes of claiming the mines of Droga 
and Nurga for their own nation. 


The Kromdul once controlled nearly all of the mining resources in Kunark, until they 
were unwittingly used as pawns in Venril Sathir and the Ring of Scale's battle for control. 
Now the giants hold but a small, well-defended fort, high in the mountains guarding the 
entrance to what is still one of the greatest mines in all of Norrath. 


It is common knowledge that the Sarnak and the Mountain Death Clan have upheld a 
vicious, brutal rivalry for centuries over the mines of Kunark. This opposition between 
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these two bitter racial enemies is not expected to expire until one society has been 
completely subdued or destroyed beneath the might of the other. The goblins do not 
actively target and attack Sarnak outposts and camps in the area, while the Sarnak are 


more war-like and direct in their attempts to violently rend the mines from the clutches 
of the goblins. 


The Di' Zok royal family of the Sarnak 
nation is known to pay handsomely 
for solid proof of goblin slaughter. 
Adventurers who are brave, or 
perhaps foolish, enough to trust 

the uncertain loyalties of the Sarnak 
may find themselves outfitted with 
magical equipment from the Di’ Zok 
collective if they are able to prove 
themselves worthy. 


Notable NPCs 
Eldak Howlingbear 


The Kromdek Mountain Giants of 
Kunark have a long and bloody 
history. Surrounded by foes, they 
jealously guard their lands and mines. Eldak Howlingbear is a warrior of the Kromdek 
that resides in the Frontier Mountains. Eldak has been acquiring a legendary reputation 


among the Kromdek for his prowess in battle against the goblins and Sarnaks that 
attempt to take the Kromdek's lands. 


‘romdul giants and Mountain Death goblins fight ove 
mines in the range that separates east and west Kunark. 
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A. To Echo Caverns 
B. Shadow Haven Outpost 
C. Tarmok Village 








D. To the Twilight Sea 
E. Shik nar Den 


Bestiary 


SS IÉÉ— n ee 
Monster Level: Monster Examples: 


40-60 Shik'Nar Shadel Bandits 


Deep Cavern Lotus Mutants 
Tarmoks Shriekers 








Dangers 


The Fungus Grove supports a plethora of aggressive plant life unrivaled in Luclin and 
Norrath alike – even the smallest of mushrooms can be deadly. It is advisable to travel 
in groups, but if one is forced to travel here alone, it is useful to note that most of the 
lesser life forms have not developed extra sensory perceptions, and are therefore unable 
to spot adventurers cloaked by magical invisibility. 


Benefits 


While all of the flora and fauna of the area are consistently deadly, most of the lesser 
creatures do not pose too much trouble. Many rare compounds and magical substances 
can be distilled from native plants, and the merchants in the Shadow Haven outpost will 
pay well for them. The close proximity of the Tarmok traders, as well as the banker 

in the outpost, make this a very convenient place for seasoned adventurers to hunt. 


Background | 


Underneath the Twilight Sea, connecting the ocean to the great caverns under the 
surface of Luclin, is the Fungus Grove Cavern. The vast majority of this area is a single, 
colossal cavern covered floor to ceiling with all manner of fungi and subterranean mosses. 
The ubiquitous and gargantuan mushrooms grow together in great clumps and copses 
scattered about, leaving large areas that are otherwise devoid of large vegetation. 
The climate within the cavern is tropical, and the humidity is such that the cavern ceiling 
is constantly wet and dripping, causing a perpetual and steady drizzle of condensation. 


Huge, naturally formed columns of stone hold up the ceiling of the cavern. Over the 
centuries, the stone of the cavern and the organic remains of beasts have combined to 
create a rich soil able to sustain the ancient fungi of the region. 





Life and death follow one another at a furious pace in Fungus Grove. Beasts die quickly | 
from inevitable mutation while fungi and smaller life forms feed on the carrion, which is 
in turn consumed by the larger and more intelligent beasts. 


Glowater pond is a large subterranean pool of water located in northern Fungus Grove, 
emptying via a crack in the bottom of the pond and creating a gentle whirlpool. 
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і Fungus Grove 


In the southwestern area of the cavern one can find humanoids of various races from 

Shadow Haven. An outpost has been built to protect their city from the beasts of ( 
Fungus Grove, but beyond this, the residents rarely venture. Without help from the insect ( 
race, Shik Nar, the foreign residents would never have learned the secrets of biofiltering 

the glowater. The Shik Nar and the outposters maintain a meek tolerance of one another, | 
however violence still springs up due 

to misunderstanding and greed. 


Aside from the humanoids and the 
Shik Nar, the Fungus Grove is inhabit- 
ed by a small tribe of Myconids, and 
intelligent plant life that has evolved 
from the fungi growing about the 
glowater pond. 


Notable NPCs К 





The Shik ‘Nar 

Many forms of life populate the M 
(аге compounds and magical substances сап be Fungus Grove caverns, but none 
istilled from the deae fungi. are as fascinating as the Shik Nar. 


A semi-intelligent race of humanoid | 
insects, the Shik Nar inhabit most of the main cavern, going about their daily business 
in relative peace. Looking much like a broad-breasted beetle, they hunch over in a 
semi-upright position. Their mandibles do most of the manipulative work, as they only 
use their spindly arms and hands for delicate manual tasks such as fashioning weapons 
and decorative clothing. 


While many life forms have been horribly mutated by the impure water of the glowing 
pond, the Shik Nar have developed an advanced form of biofiltering to cleanse the 
glowater and make it safe to drink. 





The Shik Nar cultivate native plant life and strive to lead peaceful lives but their small 
size and fatty tissue puts them at the top of many predators' lists. Over the centuries 
they have learned to defend themselves with weapons, military discipline and primitive 
magic they acquired from humanoid shamans in return for their biofiltering secrets. 
The Shik Nar communicate with each other using an amplified clicking sound. This allows 
for communication over the entire expanse of the cavern. Luckily for the Shik Nar, no 
other life form has the correct ear structure to make any sense of the clicking after it 
has rebounded continuously off cavern walls. 











A. To the Eastern Plains р В. The Throne of Xorbb 
of Karana 
C. To the Runnyeye Citadel 
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rge of King Хота 


Bestiary 


Monster Level: Monster Examples: 


Minotaurs 
10-20 Goblins 

Muddites 

Evil Eyes 





Dangers 


There are many dangers in this area. The ravines are very narrow, and fighting here 
will leave adventurers susceptible to anything that might be about to wander around 
the corner. All of the creatures here are very social and will surely assist a comrade that 
is in trouble. However, the largest danger of the gorge is the evil eyes who are notorious 
for their ability to enchant their foes and turn allies and comrades against one another 
in the midst of battle. Their magic is strong and their animated pets help them fight. 


Benefits 


Overall and despite its many threats, the gorge is perfect for mid-seasoned adventurers. 
There are many monsters to engage and areas that are ideal to fight within. There are 
also some rare monsters that have a chance of dropping magic items. Additionally, if 
one is a blacksmith or an artisan in the skill of pottery, they might find the ore and clay 


dropped by the muddites quite useful. 


Background 


The Gorge of King Xorbb is a jagged, uneven valley of rock and muddy earth borne 
in the eastern peaks surrounding the eastern plains of Karana. The mountain walls 
in which this valley is carved, reach to the sky and are impassible, forcing those 
adventurers who dare to enter this dangerous domain to either turn back, or brave 
the trek through the whole of the maze-like valley. 


Named for an infamous evil eye that enslaved the goblins of Runnyeye Citadel decades 
ago, the gorge is home to many creatures who are loyal to its tyrannical namesake. 
Minotaurs who act as Xorbb's soldiers frequently patrol this region, viciously securing 
the area with their ferocious thirst for battle and blood while creatures forged of the 
very earth, called muddites, wander through the passageways of the winding valley. 
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In the center of the many m udd ravin th Џ g . 
y y es e 

, е exists a la e stone artifact This IS 

Xo bb's throne, a place that 5 surround 


It is uncertain what Xorbb’s ultimate 
of the king's infamy and cruel, хепо 


ed by several powerful evil eye guardians. 
= in dominating the goblins, but legends 
phobic has reached every corner of Antonica 


Carved into the rock of the mountai 
dangerous, heavily-guarded maze 
lie the gates of Runnyeye Citadel | 
the home of the Pickclaw tribe 
of goblins. Recently, the goblins 
engaged in a successful uprising 
against the oppressive tyrant, 
King Xorbb, and successfully drove 
the evil eyes out of their citadel. 
Now, the goblins are free, but for how 
long remains uncertain – for King 
Xorbb's true ambition has yet to 
be fulfilled. To his mind, this brief lapse 
of power will surely be remedied in 
one way or another. 


n face, nestled safely within the depths of the 





Notable NPCs 


King Xorbb 


This tyrant kin i 
g of the evil eyes and rul 
of leges s eyes uler over other creatures of the gorae i 
а ri би act V apis and even the crazed fools who ~ o ел ced 
e met their demise at th i а 
есше... г | the foot of his throne. Little i i 
the history surrounding King Xorbb or his ultimate intent ~ aer 
| - whether 
eee of his namesake or the citadel of the 
€ that makes him all the more fascinating and all 





Runnyeye goblins. It is this igno 
the more dangerous. 
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A. Thurgadin 
B. To the Eastern Wastes 


C. Dragon Circle (Druid and 


Wizard Teleport Point) 





Velketor's Labyrinth 
Shardwurm Caves 
Kromrif Fortress 


Wizard Spires 





Bestiary 





Monster Level: Monster Examples: 


20-40 Frost Giants Shardwurms 


Coldain Guards Cave Kodiaks 
Tizmaks Dire Wolves 





Dangers 


The Great Divide is teeming with life, awaiting discovery by recent arrivals to Velious. 
Although none of the battling factions that reside in the Great Divide are inherently 
hostile toward outsiders, those that have earned the disdain of either the dwarves or 
the giants should be cautious, for these races are frequent in their patrols of the region. 


Benefits 


The Great Divide provides an excellent hunting ground for ambitious groups of mid- 
seasoned adventurers. The velium weapons carried by the Frost Giants fetch a fair price 
in Coldain markets, but even more valuable to the Coldain are the giant's heads, which 
may be bestowed upon prominent citizens of Thurgadin in a display of allegiance. 


The close proximity of Thurgadin makes the Great Divide ideal for casual hunting of the 
lands' native inhabitants, such as the bears or wurms of the glacial caverns. 


Background 


The great divide is a harsh, uninviting mountain range that bisects Velious from north 

to south. Sheer cliff faces cause the Great Divide to be impassible from east to west. 

A glacier of Velium called the Daggerflow River is slowly advancing southward through 
the region towards the Great Scar. Young ice wurms burrow within the Daggerflow's 
crevasses for protection while sleeping. These burrows are very difficult to see and have 
plummeted unwary travelers into the iron jaws of the glacier's inhabitants. 


Hidden Coldain guard towers blend into the mountains of the Great Divide, occurring 
with more frequency near the Daggerflow. The Coldain have cleverly camouflaged the 
towers, effectively concealing the entrance to their city of Thurgadin. The towers are 
used both for defense from Frost Giants and to assist in hunting the ice wurms that 
wander the Daggerflow. 


The Frost Giants wander the foothills of the mountains often looking for Coldain, whom 
they revile. They have carved many mountain pathways that connect a series of small 
fortresses they have stationed throughout the region. Velketor, a Storm Giant mage 





173<- 








- Great Divide ; 








exiled from Kael Drakkel by the Priests of Zek, has built a stronghold in the northern ( 
mountains of the Great Divide. The entrance to this stronghold lies hidden behind ( 
illusions of ice and stone. 
N 
Rare in most of Velious, kodiaks are common to the caverns that have formed in the 
wake of the Daggerflow. Icetooth, greatest of the cave bears, is rumored to make his ( 
home in one of these glacial caves. ( 
( 
Notable NPCs | 
% 
Captain Stonefist 
( 
Near the hidden entrance to 
Thurgadin are several guard huts ( 
manned by fierce Coldain warriors. ( 
Captain Stonefist, a veteran soldier 
and slayer of giants, is in command. ( 
His unit is the first line of defense for | 
the city of Thurgadin, and while his ) 
— manner may seem cordial for one of ( 
beware of ice wurms burrowed in the Daggerflow his ilk, he won't hesitate to raise his 
| glaci | jvanci 'eat Scar. i } 
т о ме ит advancing towards the Great Scar blade at the first sign of a threat. ( 
( 
Yaka Razorhoof . ( 
The Tizmak Clan, a tribe of yakmen bearing a resemblance to their distant relatives the 
( 


minotaurs, are led by the mighty warrior, Yaka Razorhoof. The Tizmaks are a territorial 
species of humanoid who viciously guard their caves from the nearby Coldain and ( 
giants as well as the adventurers that often pass on route to Thurgadin. 














A. To Marus Seru B. To Ssraeshza Temple 
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Bestiary 


( EA. . 
Many sand dunes still exist in The Grey just as they did hundreds of years ago when 
C the Shissar first arrived, the absence of moving air having left them in a perpetual 

















Monster Level: Monster Examples: 
i : state of calm. 
40-60 Undead Shissar Y | 
Vacuum Worms 3 
C Notable NPCs 
l Shissar Stalkers 
C The Shissar is an ancient race with 
Dangers ( ancient traditions and powerful, 
Due to the mysophobic nature of the Shissar and their enchantment upon the space forgotten magic. Roaming the barren 
known as The Grey, adventurers must enter this region with some form of magic that C airless void that surrounds their lost 
enables them to exist without breathing. All of the oxygen and breathable air has been ( temple are the corpses of fallen 
destroyed, making this place uninhabitable to any mortal creature that has not naturally : Shissar soldiers which have been 
adapted to this region. g animated through necromantic 
( rituals. They eternally stalk The Grey 
E - in search of would-be intruders to 
Benefits E the Shissar Temple. 
The Grey, despite its dependence upon enduring breath, is an excellent place for groups ( 
of adventurers to hunt in a relatively casual atmosphere. The creatures that inhabit this : 
region are plentiful and provide excellent opportunities for suitable adventurers to hone C To reach the Shissar Temple, adventurers must employ 
their skills of the blade and spell. ( magic to cope with the lack of breathable air. 
: C 
Background : 


The Grey is a large expanse of vacuum space located in the northwestern hemisphere 
of Luclin. The Grey was originally part of the Scarlet desert, but when the Shissar arrived 
on Luclin, they created the vacuum in hopes of securing themselves against airborne ( 
plagues such as the Green Mist that befell them on Norrath. ў 


The terrain is comprised of grey sand that presumably originated in the Scarlet Desert. 


The sky is perpetually filled with grey and black clouds caused by the vacuum and К 

magical energies. At the heart of the vacuum stands a great pyramid built of a blue- ( 

black metallic substance that was constructed by the Shissar. This ominous structure 

is the Temple of Ssraeshza. The entrance to the pyramid is hidden beneath a veil of ( 

perpetual shade cast by the towering structure and the immobile position of Ro in 

the heavens. M 
( 
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A. To Dawnshroud Peaks 





B. To Grieg's End L2 


Level 2 





A. To the Scarlet Desert 











B. To Grieg's End Li 
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( | 
_ Girieer End | 
( 
Bestiary Notable NPCs 
( . 
€ Grieg 
: r Examples: f ; 
Monster Level Monste р Grieg was а geomancer of great repute; his work enabled the Loyalists to open the 
N/A None ( portal to Luclin. Grieg accompanied the Loyalists in their escape, but he was no more a 
( Combine Loyalist than a troll shaman. The Combine simply gave him the opportunity to 
advance his knowledge and earn 
( a comfortable living in the process. 
g 
( Once in Luclin, Grieg wasted no time 
Dangers ( in distancing himself from his erst- 
The powerful enchantments and wards that Grieg has placed upon his stronghold are ( while allies He realized it would not 
rumored to change adventurers into unnatural forms. This bizarre state of affairs has take Seru's forces long to find them, 
been known to cause mass confusion, as comrades can be made to appear identical ( and he doubted the ability of the 
to the creatures they are combating. Despite the obvious peril this puts adventuring fractured Loyalists to hold off the 
parties, no physiological damage is done to the altered individual. ( eventual attacks by the Inquisition. 
( He subsequently moved to Shadow 
е Haven. However, many resented him 
Benefits ( y 
i once they discovered that his calcula- 
Under a powerful spell, Grieg's End is an ideal place for groups of adventurers with a ( tions were shoddy, and that it would er a shape- ging enchantment, this place is for 
sense of humor and a taste for the bizarre. One may find odd magical treasures, horded be ages before people could return to those with a sense of humor and taste for the bizarre. 
by Grieg himself and rumored to have been altered by the strange enchantment that ( Norrath. The great bulk of Loyalists ч — 


fills the air. ( were under the assumption that Luclin would be a temporary refuge, not a life sentence. 


When threatened by disgruntled refugees, Grieg often resorted to using the power of 


( : ; + 

geomancy which not only addresses the art of travel, but contains the ability to warp 
Background ( the earth itself. This tactic resulted in great loss of life and property. One time he was 
Located north of the Scarlet Desert and south of the Dawnshroud Peaks, Grieg's End forgiven, the second time chastised, and the third time he was forced from the city. 
is the most remote location on Luclin's lightside. The Scarlet Desert entry point is ( p - 
recommended as it is considered less dangerous than its Dawnshroud counterpart. í Ina short visit to Katta Castellum, Grieg learned he was not exactly welcome there either. 

Roaming about Luclin for a period of time, Grieg found an area of the moon that seemed 
The inhabitants – besides Grieg himself — consist of shadow creatures, lightside ( to suit him. Using skills honed in the creation of wizard spires on Norrath, he shaped the 
denizens, and what remains of the occasional foolish Loyalist, Shadow Havenite, or landscape into a massive structure that would serve as his home. 
зашо, citizen thet Seige on Sa ee ae In the hopes of redeeming himself, Grieg spent many years in deep study with the aim 
It is rumored that Grieg still lives and can be found in the center of his warped, mad ( of finding another route back to Norrath. Alas, his conspicuous experiments in geomancy 
architecture. The rest of the keep is designed like a castle to mirror the grand structures ( would prove his undoing. Luclin took notice and sent Grieg dark dreams that turned 
of the Combine of old. Multiple floors, halls, and stairways compose the vast majority him into a madman. She also sent some of her darker creations to keep Grieg company. 
of Grieg's estate. ( Since that time, Grieg's End has been a place fraught with danger and mystery. 
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A. Vah Shir Outpost 
B. To Hollowshade Moor 


C. To the Acrylia Mines 


D. To the Tenebrous Mountains 





Bestiary 








Monster Level: Monster Examples: 
30-50 Grimlings 
Owlbears 
Sonic Wolves 
Dangers 


There are many dangers in the forest, but the most aggressive, cunning menace are 
the beings that give the forest its name. Grimlings frequently hide themselves with 
magical camouflage while on the surface in order to ambush unsuspecting passersby. 
The majority of the population lies beneath the surface in the caverns and mines, and 
while encountering them here is no laughing matter, at least it won't come as a surprise. 


Sonic wolves also hunt in the forest, feeding on adventurers and grimlings alike. 
Many areas on the surface lend themselves to ambushes and the minions of the forest 
are experts. Unseen owlbears may swoop down from the branches far above while 
bands of unscrupulous smugglers occasionally wander the paths or set traps at tactical 
points along the way. 


Benefits 


Adventurers of all sorts have come to this region in search of excitement and the thrill 
of the hunt. Never calm, the Grimling Forest delivers on its promise and offers a diversity 
of life unlike anywhere else on the expanse of Luclin. 


Background 


The Grimling Forest lies at the base of the Tenebrous Peaks. It is made of rolling foothills 
covered with tall trees, the tops of which cannot be seen. The forest is very similar in 
appearance and in density to Kithicor Woods on Antonica. A handful of small clearings 
are scattered across the zone covered with luminescent flowers. Boulders of every size 
are prevalent throughout the wood. A river flows from the mountains to the north, 
winding southward through the forest and dividing into several streams that feed the 
moor below the forest. 


Many paths wind through the forest, the largest of which leads from Hollowshade Moor 
to the entry of what was the Vah'Shir Acrylia mines at the base of the Tenebrous Peaks. 
Old handcarts and rusted mining tools are strewn about near the mine entrance — signs 
of a hasty evacuation. Glowing veins of ore illuminate the tunnels – the same stone the 
Vah'Shir used to construct the buildings in Shar Vhal. 
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" Grinl Me Forert О 


The бит па have effectively driven the Vah Shir from the mines and have devised 
many traps and ambush spots throughout the shafts. Some of the hills in the forest are 
more than they seem – various boulders that appear to be as any other sink into the \ 
ground when touched, revealing entrances into the hills. Under the entire forest is a 
vast tunnel system opening into large caverns in some places. 


The western region of the forest 4 
has a dense population of shades, ^ 
both above and below ground. ( 
Near the border of Hollowshade 

Moor is a Vah'Shir outpost. This is 

where the Vah'Shir offensives are ( 
launched in their constant effort to 
regain control of the mines. 


Notable NPCs | 


Sonic Wolves 





Forest surprises include nasty grimlings, trick boulders Not really wolves at all, these beasts ( 

Hos! sink о the ground, and a vast tunnel system. have no eyes, but hunt and inflict ( 
damage with sound waves. They are 

capable of a lengthy stun similar to the sonic bats found upon Antonica and possess ( 

very long fore claws. These creatures are found primarily in the Grimling woods and ( 


Hollowshade Moor. 





Grimlings ( 
The main grimling community lies in the caverns below the Acrylia mines, but they 

have spread out considerably since the kerrans' mines broke into their realm and have ( 
an organized society. They now inhabit many caves in what is now called the Grimling , 
Forest and consider this land their own. The grimlings have been empowered by the 

Shadow Lords they worship. ( 
Owlbears \ 
Their main brood lies in Hollowshade Moor which is also a hunting place for their young. | 
When an owlbear matures, ће migrates to the forest to the north where he can feast ( 





on roaming grimlings. In Grimling Forest they are rarely seen, but are highly dangerous. 
Here, an elder owlbear may ambush a traveler from out of nowhere. Resistant to magic, ( ; У 
and very fast, owlbear attacks can be brutal. , A. To the Innothule Swamp C. Nightkeep 

B. Grobb Bank D. The Dark Ones 
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Grobb 


Bestiary 


Monster Level: Monster Examples: 
N/A None 


Dangers 


Grobb is not a hostile place for those who are in league with the trolls. Otherwise, those 
goodly citizens of Norrath who are brave or foolish enough to enter the troll swamp 
village had better prepare themselves for a quick death. The trolls of Grobb are easy to 
anger and quick to react to those whom offend their senses. 


Benefits 


Grobb is the home for all trolls of Norrath and its proximity to the swamps of Innothule 
and the froglok city of Guk make it an ideal place for allies of the trolls to purchase 
supplies and sell their findings upon their travels. 


Background 


This trollish village sits on the edge of the Innothule swamp and is home to the trolls 
of Norrath. Grobb is made almost entirely from mud, rock, and rotting wood harvested 
from the swampland the village was built upon. Large, moss-covered willows are 
scattered throughout and line the murky waterways. Some small wooden bridges can 
be found in the city, although most trolls are accustomed to swimming and typically do 
not expend the effort to build unnecessary pathways. 


All of the buildings in this city are uniform in design – ornaments and decoration, 
beyond severed animal heads and hides, are completely out of the question for these 
dull brutes of the swamp. Simple signs painted with reptilian blood in poor, broken 
common tongue detail the name of each shop and guildhall. 


At the center of town, near the bank, stands a gruesome sight – a mangled, dismembered 
dwarven corpse suspended from meat hooks. The cannibalistic trolls often feast upon 
the flesh of other Norrathian races, finding dwarves to be the finest of delicacies. 

This display is not one of warding, or torture for the sheer delight of torture. Trolls are 
too submerged in instinct to develop the thought to torment another intentionally. 








Rather, this is a Communal feeding trough for the strongest members of Grobb society 
who are able to survive the brutal fights over choice parts. 


Grobb hosts a number of different buildings, including several shops, taverns and guild- 
halls for shadowknights, warriors and shamans. The Shadowknights of Nightkeep would 
be the closest thing Grobb has to a police force, but in general the mob rules and the 
weak die. Fighting is a troll's major form of communication. If you want something, kill 
whoever has it. Official disputes are 
settled in mortal combat at Da Bashin 
Place and the title of chieftain is 
earned by killing its current holder. 


Notable NPCs 


Ranjor 


Da Bashers, Grobb's gang of troll 
warriors, are led by the trolls strongest 
and fiercest warrior, Ranjor. The hier- 
archy of Da Bashers is determined 
solely by might in combat, putting 
leaders in a somewhat precarious 
position. Surprisingly, Ranjor has been 
rarely challenged; then again, no troll 
that has dared has ever survived to try again. 


2 easily-angered and hungry trolls that live in this 
swamp village have a certain fondness for dwarf meat. 





Hukulk 


The leader of the ferocious Shadowknights of Night Keep is a rage-filled troll by the 
name of Hukulk. Once the lover of the troll harlot Lynuga, his inner rage and hatred 
were magnified, much to the pleasure of his patron deity Innoruuk, by Lynuga’s affair 
with a troll residing in the Tier Dal city of Neriak. 
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A. To Upper Guk D. The Ghoul Lord A. To Upper Guk C. The Froglok King 
B. To Upper Guk E. The Ghoul Assassin | B. То Upper бик Entrance 


C. The Bloodthirsty Ghoul F. The Ghoul Executioner 
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А Guk, Lower 


Bestiary 








Monster Level: Monster Examples: 
30- 5 0 Frogloks Bats 
Undead Frogloks Spiders 
Skeletons Minotaurs 
Dangers 


The undead legions that inhabit the Ruins of Old Guk are malevolent toward all races. 
Those foolish travelers who venture into these dark, swampy catacombs without support 
from many of their most trusted companions will find themselves at the merciless 
hunger of the undead. 


Benefits 


The Ruins of Old Guk are perhaps one of the most notorious regions upon the whole 
of Antonica. Many an adventurer has lost their life here, but a few have successfully 
emerged to bring forth ancient treasures out of the dank tunnels. 


Lower Guk is an excellent training ground for seasoned adventurers of all professions. 
Here, one may hone their skills in preparation for more treacherous battles. 


Background 


This ancient troll city, now inhabited by the frogloks of Antonica, was divided into two 
distinct sections when the curse of a powerful troll shaman took hold upon the goodly 
froglok citizens. When the dead began to rise and hordes of unearthly, horrific creatures 
began to fill the walls of the grand lower citadel, the surviving frogloks quickly retreated 
to the upper levels of the city. The lower level of Guk has since fallen to disrepair, now a 
system of ancient ruins slowly being eaten away by the swamp. 


Rumors have been heard upon the whispering winds of Norrath that speak of an undead 
legion of frogloks being built up in the depths of these ruins. Some say that the froglok 
hero and king that had successfully led his people in the campaign against the canni- 
balistic trolls has risen again in the height of Innoruuk's curse. The frogloks of the upper 
city, unaffected by the curse, deny these rumors - unable to fathom the possibility of 
one of their most revered heroes being the subject of such a debased torment. 
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The lower city is now a system of muddy, dank caverns and collapsing ruins of ancient 
troll and froglok architecture. These caverns are made up of numerous dark, catacombs, 
where roots and rocks stick out of the walls and floors. Everywhere, water drips from the 
ceiling, feeding the numerous underground streams, rivers, and pools. The tunnels and 
caverns are sparsely populated by various types of swamp plants, vines, and algae. 
Most of the water here is murky brown, with some stagnant pools covered by thin 
layers of slime. Mud puddles abound. 





Rotting wooden boards and branches 
make up the frogloks' bridges, doors 
and furniture. Other froglok structures 
are made of mud and tree branches. 
All of the large buildings are of 
ancient troll architecture made from 
huge slabs of roughly cut gray stone 
and brown mud blocks, with crudely 
carved statues, stairs, and doorways. 
Some of these ancient troll buildings 
have been converted to froglok tem- 
ples and such, and have froglok-sized 
wooden furniture and mud statues. 


Legions of frogloks prowl the slimy, swamp-infested 
catacomb ruins of Lower Guk. 





Notable NPCs 
The Ghoul Lord 


When the frogloks were still tribal, nomads upon the face of Antonica, they came upon 
a lush swampland most hospitable to their amphibious nature. However, the horrific 
presence of the cannibalistic trolls inspired a desire in the otherwise peaceful frogloks 
to rid the world of these abominations. 


Led by the hero Hoptor Thaggelum, the frogloks were eventually successful in driving 
the trolls out of the ancient city beneath the swamp. However, the victory would be a 
shallow one at best, for the curse of a powerful troll shaman and the conjuration of 
Innoruuk’s very hatred would kill nearly half of the froglok citizens. Among them was 
Hoptor Thaggelum. 


In recent times, Hoptor has been resurrected by the power of Innoruuk and under the 
control of the hateful prince, the Ghoul Lord builds an army of undead frogloks within 
the catacombs of Lower Guk. 


191 





F192 





A. To the Innothule Swamp 


B. The Froglok Scryer 





C. To Lower Guk 
D. To Lower Guk 


Bestiary 











Monster Level: Monster Examples: 
6- 2 5 Frogloks 
Crocodiles 
Spiders 
Fungus Men 
Dangers 


Guk is fairly safe for all goodly people of Norrath who have not imposed their blades 
upon a froglok citizen. Trolls, however, are hated by the frogloks and will immediately 
be attacked if they are spotted. 


The terrain is very moist, spurring the growth of a particular moss which secretes a 
slippery residue. This hazard has caused many adventurers to fall to their deaths. 


Benefits 


The citadel of Guk has many rewards for those successful bands of adventurers that 
brave this dangerous region. The frogloks here have been toughened by years of 
fighting the trolls of Grobb and make excellent adversaries upon which to hone one's 
skills of the blade or spell. 





Background 


The city of the frogloks of Antonica was once the home of the trolls, who now live in 
their village of Grobb upon the swamps of Innothule. When the frogloks first arrived 
upon the shores of Innothule, they were exposed to the cannibalistic race of trolls and 
were horrified. The froglok nomads immediately began an assault on the trollish citadel 
beneath the swamps, hoping to rid the world of what they viewed as evil abominations. 
The trolls fought viciously but were ultimately unable to withstand the froglok armies 
who pushed them out of their city and took it over. 


Outraged and fueled by a spiteful, malignant hatred, a powerful troll shaman entered 
his former city and began a massacre of froglok citizens with his own bare hands. As the 
soldiers and guardsmen began to arrive upon the scene, the troll shaman, drenched 

in froglok flesh and blood, conjured the very power of Innoruuk. This destructive blast 
killed the shaman as well as many hundreds of froglok witnesses. A curse was left 

in the wake of the blast that condemned the souls of the froglok victims to Innoruuk's 
Cauldron - their physical forms condemned to forever walk as the undead. The surviving 
frogloks persevered in building the stronghold of Upper Guk, where they continue to 
struggle with the trolls of Grobb to this very day. 
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А Guk, Upper 
The top levels of Guk are fairly intact and are heavily defended by froglok warriors, Hau lar 
( 


shamans and wizards. Shallow water passages created by water seeping in through the 


thin earth of the swamps above, flow generously throughout the top portion of the city. ( 
Both crocodiles and froglok guardsmen patrol these waterways, making travel difficult ( 
for those who have earned the distrust of the otherwise peaceful froglok citizens. 

The passages eventually empty ( 


into large, subterranean ponds. 


The bottom levels of the city are 
more cavernous, separated by large 
underground bogs which can be 
crossed via small wooden planks. 
Over the years the frogloks have 
begun to cultivate fungusmen ( 
guardians, growing them from the 

rich swampy earth. 


Notable NPCs ( 


The Ancient Crocodile { 


he frogloks have been toughened by years of fighting 
he cannibalistic trolls of Grobb. 





This monstrous reptile is rumored to ( 
have been a resident of Upper Guk 
since long before the arrival of the frogloks. Ambivalent toward all races and beings, this 
ancient behemoth is revered by the froglok citizens as an earthly god of the swamp. 


The Froglok Shin Lord 


One of the last of the ancient froglok paladin order, the Shin Lord defends the halls of 
Guk against the troll menace as well as the undead ghouls that continually pour from 
the lower halls. Stories are told of his ancient holy blade, and of the ferocity he uses to 
wield it against all manner of evil creature that would threaten his brethren. 
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Monster Level: Monster Examples: 
N/A None 
Dangers 


Halas is heavily guarded by the north's most hardened barbarian warriors. Those of dark 
orientation and or malevolent intent are not welcome and will be struck down by the 
powerful northmens' blades if they dare to enter the city gates. 


Benefits 


Halas' close proximity to Everfrost has encouraged the development of hardened warriors 
and resourceful shamans. All of Halas' young pupils must endure the harsh, bitter climate 
and other dangers of Everfrost almost as a rite of passage. 


Owing to the harshness of the region, warriors, rogues, and shamans are the only xp 
of professions that the northmen have been able to master. However, the focus ont = 
arts have engendered a brilliant local weapons and armor industry producing some o 
the finest equipment in all of Norrath. 


Taverns abound here, for the lacerating cold of the frigid north is best quelled at hearth- 
side with a soothing glass of the finest barbarian ale. 


Background 


The frozen city of Halas is the home of the barbarian northmen. The northmen maintain 
tight family groups and the city is ruled by a council of village elders. Nearly all barbarians 
worship and pay homage to the “Tribunal,” though it is not uncommon for warriors to 
also pay homage to Rallos Zek. The profession of thief is frowned upon but tolerated, 
provided other northmen do not become the victim of thieving activity. 


Many establishments have opened up in Halas, including taverns, guildhalls, and various 


shops that provide basic necessities needed to survive in the frigid northern wilderness. 


The Blockhouse, a gray stone structure in eastern Halas, is home to the guild of warriors. 


The guild is run by Kylan O Danos, a warrior with a will of iron and patience of a stone. 
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His sense of honor in battle and reverence for the Tribunal makes him a much sought- 
after mentor. 


Cappi McTarnigal runs the village bank, which is always protected by at least two 
warrior guards. Cappi is a well-respected member of the community, but unknown to 
most, he is also the guildmaster of the Rogues of the White Rose. His bank tips off the 
guild by tracking foreigners who deposit or withdraw large amounts of gold. 


The northmen barbarian shamans 
worship the mysterious lords of 
justice known only as the Tribunal. 
The shamans dress in black and 

silver kilts with hide cloaks. The high 
priestess, Margyn McCann lives and 
works alongside her deacons in the 
deepest chamber of the church. 
Shamus Felligan is the High Shaman 
of Halas and spends much of his time 
outside, his constitution hardened 

by constant exposure to the elements. 
The church itself is built of stone and E z 
dug partly underground. It has no Warriors at the gate, Rogues of the White Rose, and the 
gathering place, for believers in the Harpy's rowdy patrons are among Halas’ attractions, 
Tribunal have no need to congregate, ; ' 
knowing their deities are with them always, watching. 


Notable NPCs 


Pulrick McNaff 





Pulrick McNaff was once a member of the Rogues of the White Rose, but was severely 
injured in the forest of Nektulos by a Teir`Dal rogue he had been hired to assassinate. 
Although he was successful in his duty, the dark elf's poisoned blade nearly paralyzed 
the whole of his right side. From the sizable bounty that Pulrick collected in fulfilling his 
anonymous employer's task, he founded the Frigid Harpy, a pub in the center of Halas 
that serves a large variety of ales and ciders as well as some tasty meat pies. 


There are several private rooms for rent in the Harpy as well as a common room, often 
filled to capacity, that sleeps twenty to thirty. The patrons of his bar tend to overindulge 
and fights are common. The walls are built of very weathered wood and blocks of stone, 
and the floors bear the scars of frequent bashing. There are blackened areas near the 
torch sconces on the inner walls and carefully crafted signage both inside and out, 
identifying the business and its offerings. 
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Н Hish Kees 


Bestiary 





Monster Level: Monster Examples: 


1 5-25 Goblins 





Dangers 


The Pickclaw Goblins have mined the mountains in this region for eras. When the 
humans arrived and began the construction of the pass through the mountains and 
the stronghold of High Keep, they discovered the goblin mines. Wielding superior steel 
and armor, the rogues and warriors of the human settlers were successful in holding 
the goblins at bay and the construction of the keep was completed atop the mines. 


However, the humans did not manage to vanquish the goblins from this region, nor 
wholly destroy their mines. A single mine continues to exist beneath the basement of 
the keep. Carson McCabe's militia patrol this region, but the forces needed to remove 
the goblin occupation are not a luxury that Carson is willing to afford, given the greater 
threat of the orcs that seem to resound upon the stronghold's walls. 


These goblins detest the residents of High Keep and will strike any that enters their mine. 


Despite their brutish intellect, they are powerful and attack in clusters. Constant warfare 
has made them quite resilient. As adversaries, they are not to be underestimated and 
have been know to strike down whole parties of adventurers. 


Benefits 


High Keep is home to many shops and taverns where travelers may stop to rest and 
sell their wares before continuing on the long journey between Qeynos and Freeport. 
There is a also a bank located in the cellar level of the keep, making this location ideal 
for adventurers who seek to battle the goblins below. 


Background 


High Keep Hold is located underneath two sheer cliffs on the crucial trade route running 
between Freeport and Qeynos. The duke of the keep, Carson McCabe, collects a trade 
tax from all who pass through his gates, a lucrative practice indeed, as this is the only 
route between the two major cities of Antonica. 
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High Keep's militia is a rag-tag group of soldiers who are loyal to McCabe and enforce 

the collection of trade fees and taxes. McCabe also has close ties to the thieves' guilds in 
Freeport and Qeynos. Theft is not taken lightly within the walls of High Keep, but what 
happens outside is another story altogether. The people who live here pay the taxes and 


play by the rules because crime is kept to a minimum and everybody profits from the 
influx of merchants and traders. 


Travelers from both Qeynos and 
Freeport often stop to rest from their 
hazardous journey. They are serviced 
by a variety of taverns, inns, and shops 
- all heavily guarded by McCabe's 
personal militia. Several inns in the 
hold offer games of chance. 


The keep itself is surrounded by a 
sturdy wall of granite blocks carved 
from the mountain face. Banners with 
the heraldic seal of High Keep and the 
McCabe family adorn the walls, signal- 
ing allegiance to none other than 
Carson McCabe – much to the dismay Take advantage of High Keep's shops, taverns, and other 
of both Antoniou Bayle Il of Qeynos amenities before venturing to the goblin mines below 
and Sir Lucan D'Lere of Freeport. 





The inner chambers are made of fine white marble and decorated in splendor suitable 
for a nobleman. Guardsmen patrol the halls vigilantly, assuring obeisance to McCabe 
and relative peace in his stronghold. 


Notable NPCs 
Lady McCabe 


This Erudite noblewoman was married to Carson McCabe shortly after his hold upon the 
mountain fortress was established. Although McCabess affection for his wife is apparent, 
he does not truly love her - nor she him. Rather, their marriage was one of political 
convenience - the Lady McCabe gaining a powerful and rich husband, and McCabe 
accruing the political value of a wife and the potential for an heir. 


Lady McCabe finds the exercise of power distasteful; her preferences lay in the comforts 
afforded in the married life of a noblewoman. However, it is rumored that she has had 
some dealings with the ambassadors of Queen Cristanos Thex of Neriak, although to 
what extent and for what purpose remains unknown. 
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Monster Level: Monster Examples: 
Goblins 
1 J -25 Gnolls 
Orcs 
Dangers 


A powerful clan of orcs has begun invading the outer walls of Highpass. The outpost's 
militia works to maintain some semblance of order and peace despite the constantly 
raging battles. Those entering from the eastern gate are advised to be cautious, for the 
orcs have set up camp there and often ambush unsuspecting travelers. 


Benefits 


Not only does Highpass Hold offer the only "safe" point of travel between the two human 
cities of Antonica, the stronghold also offers the opportunity for young adventurers 
to strengthen their blades and spells in the midst of battle. The orc and gnoll clans 
frequently invading this area are ideal for mid-seasoned adventurers. 


Those who take it upon themselves to engage these foes of the citizens of Highpass 
Will often earn their respect and allegiance. 


Background 


Travelers from Qeynos pass through the northern gate. Here, there are two large towers 
and a gatehouse with battlements connecting them. Travelers from Freeport pass 
through the southern gate which also has two tall towers where it meets the cliff face 
and two smaller towers on either side of the gate house. 





Large spikes are imbedded into the outer surface of the wall and a thick heavy portcullis 
and sturdy wooden door bar entrance to the hold. Above the gate, a pot of hot oil is 
kept to dump on would be invaders. On each tower rests a catapult and ballista along 
with plenty of ammo for each. 


Inside Highpass the castle of High Keep can be found, controlled by Carson McCabe and 
his loyal militia. 
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Notable NPCs 
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Carson McCabe 
The community of Highpass began as a steady stream of travelers who happened to ( 
take shelter from the climate of the High Serpent in a large cave along the safest route 
through the mountains. After years ( 
of constant use, an observant and ( 
opportunistic human from Freeport 
named Sean McCabe together with ( 
a few shrewd associates, claimed the ( 
cave for their own and constructed 
two walls along the pass. They then ( 
began charging merchants and ( 
travelers a fee for crossing through 
"their" pass and spending the night ( 
in "their" cave. ( 
Over time they built bigger, sturdier ( : 
walls and the "cave" was fashioned : 
he route going through Highpass Hold is the only safe into a keep. Permanent structures ( e J ? 
ay to trável between Qeynos and Freeport sprang up including several inns í 





and merchant shops. Sean McCabe's 
only son, Carson, now rules from the castle of High Keep, charging tariffs on all goods ( 
transported through the pass. 


It is known that Carson McCabe has a loose alliance with the rogues of both Freeport 
and Qeynos, though he does not pledge absolute fealty to either. Rather, he has profited 
from a common understanding with these guilds, providing them with "favors" in return ( 
for debts to be repaid at later dates. This shrewd policy has been one of the key factors 
in High Keep's vast accumulation of wealth in the years since its establishment. 
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The Hole 


Bestiary 





Monster Level: Monster Examples: 
Erudite Ghosts 

3 5-60 Earth Elementals 
Imps 
Golems 
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Dangers 

The ruins of this old heretic city are very treacherous. Steep drops, decayed bridges 
and falling debris from the crumbling structures above, may send unwary adventurers 
plummeting to their deaths. 


All creatures that reside in these ruins are hostile, and it is extremely common for pum 
to attack in hordes. Those who worship Brell Serilis and have yet to harm one of Yael's 
minions are relatively safe in certain regions of the Hole, but the Erudite ghosts forever 
cursed to haunt these desolate halls are hateful to all. 


Benefits 


The ruins of The Hole are an excellent hunting area for organized groups of adventurers. 


Lord Yael's minions and the remnants of the Erudite inhabitants are proven, unrivaled 
adversaries for the experienced adventurer. 


Background 


The Erudites had a problem. Some of their people were beginning to practice the dark, 
corrupt art of necromancy. The Erudites branded these misguided mages as Heretics and 
drove them forth from the city of Erudin. 


In the ensuing battle resulting from this banishment, magic clashed at a titanic level. 
At the climax of the battle, the earth itself was ripped asunder blasting a series of 
craters deep into the wounded firmament. The greatest of these was called The Hole. 


Both sides were dismayed and frightened by the devastation they had unleashed. 
Separated by the crater and weary beyond belief, both sides retired from the field. 
The Erudites returned to their home and the Heretics retreated to the is uncovered 
during the creation of The Hole. Decimated by the battle, the Heretics practiced the 
ways of secrecy and slowly faded from the memory of the Erudites. 
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They may have been forgotten, but the Heretics were not inactive. Deep in The Hole 
they built the hidden city of Paineel. 


For many years they practiced their dark art, perfecting their mastery and exploring the 
underground passages of The Hole. It was during these explorations that they came 

across the Vault of Living Stone. This artifact is said to have been created by Brell Serilis | 
to seal the passageway he had opened from the Plane of Underfoot to Norrath. It was 

through this passageway that he had 
brought his creations. Once he had 
finished his seeding, he put the Vault 
of Living Stone in place. The vault was 
a magical construct designed to 
perpetually repair itself and keep 
Norrath safe from Lord Yael's forces 
and the more vicious denizens of the 
Plane of Underfoot. 


Notable NPCs 





Dartain 
As time passed, the Erudite Heretics Lord Yael's minions have entered The Hole, providing 
eventually uncovered the Vault of worthy adversaries for the most seasoned adventurers. 


Living Stone. They began to experi- 

ment with ways to harness the vault's power, but inevitably they made a mistake and 
the vault was damaged. Creatures from the Underfoot began to pass through to Norrath. 
At first the incursions were minor, but eventually they became overwhelming. A great | 
force of earth elementals led by the earthen Lord Yael swarmed through the vault and 
attacked Paineel. 





The Heretics were outmatched. As their city was besieged, they retreated to the surface. 
A small group, led by Dartain of the Dark Truth, remained behind to attempt to repair 
the vault. These few managed to create the Hatch. This device, when attached to the vault, 
repaired the damage the Heretics had caused, keeping the passageway to the Plane of 
Underfoot closed. 


While placing the Hatch, the band was beset by the forces of Yael. Those on the Norrathian | 
side of the passageway quickly fell. Only Dartain survived the attack by fleeing into the | 
Underfoot. While Yael and his minions could not escape, the Hatch still required one last | 
ritual to be properly fitted. Unable to get back to the Norrathian side, Dartain finished 

the installation from within the Plane of Underfoot. He cast the last incantation, and in 

so doing, trapped himself indefinitely. 
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_ The Hole 


For years, Dartain of the Dark Truth was thought lost to the Underfoot forever – likely 
befallen to a gruesome fate. However, Dartain was one of the greatest masters of the 
arcane art of necromancy to ever walk the face of Norrath, and it was through his 
immense power and intellect that he was able to survive the Underfoot. 





Eventually, Dartain would escape when a gnomish wizard, Ognit Eznertob, unwittingly 
weakened the powers of the Hatch. Almost all were surprised by Dartain’s return, for 
nearly a century had passed and this mortal was surely to have fallen to the natural 
passing of time. Dartain's youth had been somehow preserved – the magic of the 
Underfoot having infused into his essence – making him like the other creatures of 
the planes. 


Upon his return to the world, Coriante Veresue of the Dark Truth, Dartain's successor, 
denounced his return. She declared that he could not be trusted and should not be 
allowed back inside the walls of Paineel. Outraged, Dartain retreated into the depths 
of the Hole where he resides to this day, in patience and utter silence. 
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A. Grimling Camps 
B. To Shar Vahl City 


Hollowshade Moor 











C. To the Grimling Forest 
D. To the Paludal Caverns 
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Monster Level: Monster Examples: 








In the mountains to the northeast are jagged paths that wind through the rocky terrain. 
This path leads to a hidden cave of the grimlings. Following this cavern will take an 
adventurer to the subterranean area of the Grimling Forest. 


The moor turns into a lush forest near the northern border of the region. In this part of 


1 0-30 Sonic Wolves ( the forest at the base of the mountains, several corpses, skeletons, and other biological 
Owlbears debris litter the ground - remnants 
Grimlings of owlbears and other creatures 
Smugglers ü devoured by the moor. 
( In the northeast area, under the roots 
D angers of a large tree, is the base of opera- 


There are three racial enemies who are at constant war within the moor - the owlbears, 
sonic wolves, and the grimlings. All too frequently, these factions engage one another in 
gruesome battles of a mass scale that seems to encompass the entirety of the wetland. 

These battles oftentimes force unsuspecting travelers and citizens of Shar Vhal into the 

fray, fending for their lives between the powerful slashes of the owlbear talons and the 

horrific cries of the sonic wolves. 


Benefits 


Although the battles of the moor can be trying and devastating to the citizens of the 
region, many adventurers have come in search of a rousing fight. It is rumored that 
organized adventurers may determine the outcome of the battles, securing the 
wetlands for a short time in favor of one of the three racial factions. 


Background 


Trees populate this large, open land in a density comparable to what one might find on 
the swamps of Norrath. The eternal night sky is visible through the sparse canopy and 
Norrath itself is visible upon the horizon. Several streams that originate in Tenebrous 
Peaks feed the moor from the north. 


The moor is home to the owlbears who have a community in the southeast corner of 
the region. In the side of a large hill is the owlbears' cave. Piles of debris and the bones 
of their prey lie to either side of the cave mouth. Spacious tunnels lead to several 
cavernous rooms - the dens of the owlbear. It is said that the owlbears have hoarded 
the precious items of their victims in these rooms, but few have survived a journey 
into these caves to speak of such things in absolute truth. 


The Vah Shir have built a road of acrylia going from Shar Vhal to the Grimling Forest, 
but due to environmental factors, parts of it are often submerged. 
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tion for a group of smugglers from 
Shadow Haven. These smugglers trust 
no one unless they have shown their 
allegiance to specific organizations 
within Shadow Haven, in which case 
they can use this base to buy and sell 
goods, and obtain various tasks. 


utm e 


The path through the northeast mountains leads to a 
hidden cave that connects to Grimling Forest. 


Notable NPCs 


Gnarlick 





However brave one thinks they are there is little in this life that can prepare one for the 
horror that is the blood-drenched sonic wolf. There are those that say it is nothing but a 
myth created by Vah Shir parents to convince their cubs to learn the ways of the warrior. 
At least, that's what some believed before guards from the moor stopped coming back. 


The grimlings always made quite a racket when they were able to best the Vah Shir 
guards, and the owlbears always filled the moor with an echoing clamor whenever they 
brought down larger prey. But the cold silence of the misty moor is all that remains of 
the guards said to have been taken by the apparition called Gnarlick. The great Vah Shir 
rogue Taruun is the only one that can claim to have met this foul creature and lived to 
tell the tale. It is said that Gnarlick haunts the moors at night, hunting for his next meal 
under the cloak of darkness. Tread the moor carefully mortal – the misty fog sometimes 
holds things much worse than death. 
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A. To the Northern Desert of Ro 
B. To the Eastern Wastes 


C. The Tower of Frozen Shadow 





D. Captain Nalot's Camp 


E. Dragon Circle (Druid and 
Wizard teleport point) 
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Monster Level: Monster Examples: 
Ice Giants 
2053 5 Snow Pumas 


Snow Dervish 
Shadow Guardians 





Dangers 


The inhabitants of Iceclad are unusually fierce and will attack any adventurer who 
comes to their notice. Young travelers are advised to bring companions and move 
swiftly with the aid of a druid or shaman's spell. 


Benefits 


Despite its dangerous inhabitants, Iceclad offers an excellent hunting ground for 
mid-seasoned adventurers. The location of the gnomish camps also makes this place 
suitable for long-term hunting, as supplies are easily purchased and treasures sold. 


Background 


The great southern ocean is filled with dangerous icebergs and monsters of the deep. 
The only mode of transport is with the gnomish ship called "Icebreaker." This ingenious 
vessel shears the edges off icebergs as it makes its way to the Icy Fingers, creating a 
narrow channel of navigation that is almost surreal in its appearance. 


The small chain of islands that runs through the southern portion of this vast sea is | 
known as the Icy Fingers. The first Icy Finger is also the smallest. It houses the only dock | 
available то the Icebreaker. А small band of absurd and deadly gnomish pirates ply their 
trade on the northern side of the island. Their igloos feature brightly colored designs 
splashed on the sides. These gnomish pirates were the first residents to rediscover the 
frozen continent of Velious after millennia of isolation from the rest of Norrath. 





To travel from the first Icy Finger to the second, one must go from ice floe to ice floe, 
risking perilously cold waters. The second, larger Icy Finger contains a small forest of 
pine trees and, amidst this forest, The Tower of Frozen Shadow. On the outer edges of 
the island, Snow Gnolls live out a meager existence in small fishing villages. 


The third Icy Finger is the largest and nearest to Velious. It is covered with enigmatic 
stone monoliths in the shape of dragon heads. It also has the Gretespaign – a gigantic 
bridge crafted of Velious ice or "velium," that physically connects the third Icy Finger to 
Velious itself. 
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Notable NPCs 
Captain Nalot ( 
The captain of the gnome pirates that landed on Velious, Captain Nalot is a wily and 
eccentric individual. In his youth, Nalot had a vision that he would be the scourge of the ( 
sea and ruler of the waves. To realize ( 
this vision, Nalot and his gnomish 
crew constructed a massive ship ( 
upon the shores of Butcherblock. ( 
Within a fortnight of the ship's ( 
launch, Nalot and his crew sunk a 
pirate ship upon the waters of ( 
Timorous Deep. A single chest from ( 
the pirate ship was rescued before 
it was swallowed by the sea. ( 
Surprised and wholly encouraged, ( 
Nalot continued to sail southward, ( Жу 
small enclave of absurd and deadly gnomish pirates aie ен ipie А in vessels E 
wreak havoc on the northern side of the first Icy Finger. and amassing a horde of treasure. ( #9 өй сй E EIDES а 
After three months, Nalot's ship ( : 


began to sail through chilled waters. 
As the vessel drew further and further south, small shards of ice began to grow into ( 
towering icebergs – and the once navigable waters had become frozen over in a thick 
sheet of ice. He had no choice but to turn around, though he vowed that he would 
return to one day overcome this icy obstacle. ( 
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After this frozen encounter, Nalot docked at Freeport where ће sold vast amounts of ( 
precious jewels, metals and arcane scrolls to the underground market. With his new- 
found wealth, he sailed back to the shores of Butcherblock and returned to Ak anon. 
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Не immediately dismissed his former ship builder and hired a horde of АК`апоп% finest ( 
ship builders and a single carpenter. For three decades Nalot oversaw the construction (A) С 
of the finest vessel to ever sail the southern seas of Norrath – the Ice Breaker. ( 
Nalot set sail once more for Iceclad. His new ship, built with a spinning hammer, tore ( 
through the frozen sea. Upon landing on the Icy Fingers, the gnomes set up camp and ( 
claimed the land as their own. Few of the gnomish settlers have traveled much further, 
not caring what lurks on the vast continent to the east of their island chain. ( © > 
The Ice Breaker continues to sail through Iceclad Ocean, bringing adventurers from ( des 
Antonica to Nalot's frozen discovery. ( A. To Thurgadin C. Court of Dain Frostreaver IV 
5214 B. To Thurgadin 
21 
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_ Kewell Keep 


Bestiary 





Monster Level: Monster Examples: 


45 -60 Coldain 





Dangers 


Housing the Coldain's leader, Dain Frostreaver IV along with his most powerful warriors, 
Icewell Keep is a force to be reckoned with. Those who have earned the disdain of the 
Coldain are advised to remain outside of the castle walls at all costs, lest they find their 
fate quickly delivered by a Coldain warrior's velium blade. 


Benefits 


Those who have chosen or wish to ally themselves with the Coldain's enemies upon 
Velious, the giants of Kael Drakkel, will find Icewell Keep to be the ideal place to 
strengthen their allegiance to the Kromzek and Kromrif. Since Icewell houses the king 
of the Coldain people, many adventurers loyal to the cause of Kael have stormed the 
castle's walls in search of the king himself, hoping through confrontation to successfully 
bring about his demise. 


Background 


Icewell Keep is by far the largest structure in Thurgadin, the city of the dwarves of 
Velious, and lies at the back of the city where it can be most protected. This castle is the 
home of Dain Frostreaver IV and his council of advisors. Built around the ancient icewell 
that feeds this city its rich supply of velium, it is the governing heart of the city and a 
masterpiece of architecture. 


The throne room of Icewell Keep lies upon the third floor of the castle. A throne of 
Velium stands in the center of this chamber atop the ancient icewell. This chamber is 
where the Dain attends guests and holds his courts of justice. Behind the throne room 
are the Dain's personal quarters, which are always heavily guarded by the finest of 
Thurgadin's warriors. 


The high council of the Coldain conducts its business on behalf of the people upon the 
second floor of the castle. Twelve Coldain elders compose the council, which is overseen 
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by the Dain himself, who possesses a veto power he uses with wise discretion. The royal 
guards of Thurgadin are made up of the Coldain's most elite warriors. Their barracks lie 
on the second floor of the castle, assuring that the council's chambers are impenetrable 
when council is in session. 


The Great Hall is a large assembly room and meeting hall for the Coldain. A large table 
crafted of velium takes up the center 
of the room reserved for the Dain and 
the council. Smaller wooden tables 
take up the rest of the room, but leave 
plenty of space for the rest. Stone 
bleachers line the walls set between 
great pillars. 


Notable NPCs 


Dain Frostreaver IV 


The modern leader of the Coldain 
people, Dain Frostreaver IV is both 
a celebrated and infamous figure 


the Coldain 
throughout Velious. A warrior without Dwarves resides on the second floor of the castle. 

rival and individual of great wisdom, — ' 
Рат Frostreaver IV has successfully overseen the relative success and prosperity of his 
people through the most turbulent years the Coldain have spent upon Velious. 





Son of Dain Frostreaver III, Dain Frostreaver IV is a veteran of the War of Yesterwinter 
where he fought as one of his father's generals. Gravely injured in this battle by the 
magic of the Kromzek, Dain Frostreaver barely survived to see the end of the war. 
He valiantly fought on for years despite his near debilitating injuries. 


It was Dain Frostreaver IV who brought the War of Yesterwinter to a close by ordering 
the retreat of his armies back to Thurgadin, his immortal words forever inscribed within 
the very heart of Coldain history, “The time for open combat is over. We must now use 
stealth and cunning to overcome our enemies, for we are few and they are many." 


Dain Frostreaver IV possesses both the wisdom of his grandfather, Dain Frostreaver ||, 
the Priest King, and the martial skill of his father, the War King. To this day, he seeks 
vengeance for his father, who was killed by the blade of Tormax, the giant king, and is 
forever welcoming of allies that would help bring the downfall of his nemesis. 
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A. To the Feerott 


B. To Upper Guk 
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C. To the Southern Desert of Ro 
D. To the City of Grobb 








Bestiary 


Monster Level: Monster Examples: 


1 -26 Rats Snakes Fungus Men 
Skeletons Alligators Trackers 
Zombies Kobolds Shadowed Men 
Mummies Frogloks Troll Guards 





Dangers 


Connecting the Southern Desert of Ro and the jungle of Feerott, the Innothule Swamp 
serves as a dangerous stone upon any traveler's path, for the trolls of this region are 
disdainful of nearly all but their dark allies of the Teir Dal and the ogres of Grobb. 


Trolls are not the only things that one must be wary of, however. The frogloks that make 
their home in Guk come to the swamp's surface to hunt and fish. Frogloks are generally 
peaceful unless provoked. The kobolds, on the other hand, are vicious and will attack 
most on sight. 


Benefits 


This swamp is a great area for young trolls to begin adventuring. They will find that 
the despised frogloks carry many things on them such as weapons, armor, and coin. 
Such brutal dealings with the frogloks will bring much praise to any young troll from 
those back home in Grobb. 


Background 


Ancient tales speak of an evil pact between the rulers of the planes of Fear and Hate 
that spawned this murky wetland. In homage and pride of this legend, the trolls who 
have inhabited these swamplands for eras have named this dank region Innothule. 
Upon the northeastern shore of the swamp, the troll village of Grobb resides – protected 
by a constant watch of trollish warriors and guardsmen. 


Spiraling upward like the twisted, gnarly fingers of Innoruuk himself, willows and other 
dreary swampland trees are generously scattered across the terrain. A thick layer of 
brown and emerald, mossy slime blankets the earthen shores and the trunks of the 
swampland behemoths. Several mounds of damp, moldy earth rise up from the shallow 
waters, carving a chaotic and awkward path of solid ground. 


The swamp is teeming with all sorts of vile creatures, including tribes of trolls who seek 
to make any travel through the swamp a one-way trip. Young frogloks are a common 
sight, as the frogloks of Guk often come to the rich waters of Innothule to use as a 
breeding ground. 
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_ Junothule Swamp 


Kobolds have also settled in Innothule swamp over the passing decades, finding the 
plentiful bounty of snakes, fish, and other swampland creatures to make the constant 
threat of the territorial trolls worth risking. 


Notable NPCs 
4* Dark Deathsinger 
4 Kinsle, Jojounga, 
4 Zimbittle 

4 Troll Slayer 

4* Slayer Captain 
4 Spore Guardian 


innothule Swamp, home to trolls, frogloks, and kobolds, > Lynuga 
connects Southern Ro and the jungle of Feerott. 
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А. Fort Jaggedpine 


B. The Temple of Brell Serilis 


C. The Gnoll Caves 


D. Potameid Caves 
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В Jassedpine Forest 


Bestiary 


Monster Level: Monster Examples: 
Potameides 
25 = 5 Bears 
Panthers 
Treants 
Dangers 


The potameides nymphs of the life-giving Hatchling River have responded to Norrath's 
increasing corruption by growing violently territorial. Any and all who enter the river 
area will likely find themselves engaged with one or more potameides, who will fight 
with their very existence to keep their sacred river from corruption and harm. 


Benefits 


Recently reopened to the general populace of Norrath, the Jaggedpine Forest contains 
secrets and ancient druidic knowledge that has been suppressed for years. Those who 
have pledged themselves to the sacred protection of the natural world will likely find 
Jaggedpine to be a great store of information and resources. 


Background 


Before the foundation of the great human cities of Antonica, when humans were still 
but nomadic tribes recently split from their barbarian foundations, the Jaggedpine 
Forest became home to a small group of human settlers. The nomads, who were awed 
by the lush beauty of such an evergreen paradise, adopted this place as their homeland 
when they discovered the climate to be consistentiy pleasant. 


Generations passed and the human city of Qeynos was founded. The people of the 
Jaggedpine Forest, who revered the storm deity, Karana, formed a natural alliance with 
their human neighbors. For years the two separate regions would co-exist beneath the 
same banner, but deteriorating conditions in Norrath changed everything. Antonius III, 
the ruler of the now established Qeynos, bowed to his subjects' wishes to seal off the 
passage connecting the glade of Surefall to Jaggedpine. In this way, it was hoped that 
Jaggedpine would be spared the impending turmoil. 


For nearly two generations the Jaggedpine Forest existed in seclusion and secrecy – 
safe from the dark shadow soon to engulf the rest of Norrath. In recent times, however, 
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the gnolls of Blackburrow unwittingly tunneled their way into the forest. A menacing 
contingent of these gnolls have since set up residence in a cave very close to the small 
settlement of human inhabitants. They are now a serious threat. 


In order to allow for better civil defense, Antonius IV has reopened the public entrance 
between Surefall Glade and the Jaggedpine Forest. On the other hand, the barricade 
separating the Unkempt Wood to the east remains sealed. 


The Jaggedpine Forest is a heavily 
wooded region dissected by the 
Hatchling River. It is comprised mainly 
of enormous towering pines and 
smaller birch and oak trees. Visibility 
is limited due to the sun-blocking 
canopy. The floor is littered with a 
blanket of dried pine needles, fallen 
leaves and dark loamy ground. 
Abundant ferns and moss patches 
grow on the surface of the forest. 


The rather sizable Hatchling River m 
has a number of tributaries that run Nymphs of the recently reopened Jaggedpine Forest are 
throughout the forest. Likewise, a jealous guardians of the Hatchling River area. 

number of small animal trails traverse " == i — 
the landscape, weaving their way in a seemingly random fashion through the trees. 





The Hatchling River is fed from a small lake to the north, which in turn is fed from the 
Nest many miles away. To the west of the river is Jaggedpine Forest proper. To the east 
of the river lies the Unkempt Woods. The river forms a natural boundary between the 

intelligent inhabitants of these two areas. 


Notable NPCs 


Queen Nhyalia 


Before Jaggedpine was sealed off, the maiden queen of the potameides, Queen Nyhalia, 
was rumored to have made a pact with the Unkempt of the east to defend the river area 
from intruders. Some say that it was the Unkempt who turned the potameides against 
the mortal races of Norrath - for both now share a fanatical hatred for all outsiders. 


To this day, Queen Nyhalia resides in the depths of the cavern system beneath the 
Hatchling, rallying her subjects to the fierce protection of their sacred waterway. 
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| Bestiary 





Monster Level: Monster Examples: 


40-75 Frost Giants 


Storm Giants 
Dire Wolves 








Dangers 


The Velious giants of Kael are master tacticians and warriors of unrivaled strength. 
Those who have earned the giants' disdain will be swiftly met with merciless blades as 
they enter Kael Drakkel's walls. Such folk are advised to travel under a magical cloak of 
invisibility provided by a wizard, enchanter, druid or other spell weaver. 


Many adventurers enter Kael Drakkel at the behest of the Claws of Veeshan, the dragons 
of Velious. Such parties are also advised to take the utmost of precautions. 


Benefits 


Kael Drakkel provides merchants and banking for those allied with the Storm Giants. 
On the other hand, it provides excellent hunting for those who seek to eradicate them. 


Description 


Kael Drakkel, home of the Storm Giants, lies at the eastern-most edge of the Great Scar. 
It has been the site of many great battles, for the dragons of Velious regard the Scars 
of Veeshan as the holiest of ground and find the giants' invasion to be the most dire and 
debased form of sacrilege. For centuries the children of Zek and the children of Veeshan 
have battled, neither side seeming to gain any permanent ground over the other. 
Kael Drakkel bears many scars from the fierce aerial attacks of the dragons, though 
the giants' structures remain sound due to their solid build. 


The giant city of Kael Drakkel is divided into five different districts. To the east live 
the Kromrif Frost Giants, cousins of the Storm Giants. The Frost Giant district is the 
most primitive portion of Kael Drakkel, with buildings constructed of ice and stone. 
Their leader lives in a huge mansion near the center of the city. Frost Giant traders and 
mercenaries stay in more humble quarters awaiting their next term of employment. 


The city center is a town square and serves as a nexus to all portions of the city. In the 
middle of the town square lies a deep pit. The Storm Giants throw the remains of their 
enemies in this pit after they have removed the bones - all roads in Kael Drakkel are 





ih niet muc so ( made from the crushed bones of Storm Giant enemies. 
B. To the Wakening Lands E. Temple of Rallos Zek , 
C. The Court of King Tormax F. The Arena а= 
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Kael Drakkel О | 
= ( 
( 
The Storm Giants are the children of Rallos Zek. This is reflected in Kael Drakkel's civic A 


architecture. Symbols and statues paying homage to the war god can be seen through- ( 
out the city and the north end of the city has three temples dedicated to the Zek gods. 
A battle arena was built to honor Porlos, slayer of Yelinak's mate Hsagra. Embossed on Surface Area 
the ground is an image of Porlos holding Hsagra's head in victory the decapitated body { 

lying before him. A statue to Rallos 
Zek towers over the arena, and the 
temples to Tallon Zek and Vallon Zek ( 
flank it on each side. 








The Storm Giants’ main residence is 
King Tormax's keep. Made of stone 
and steel, the castle stands grim on ( 
the south side of the city. Tapestries 
illustrating the history of Rallos Zek's 
battles line the walls. The keep is ( 
well-defended by the many Storm 

Giants who call it home. ( 


To the west of the city lies the 
savage jungle known as the ( 
Wakening Lands - the only lush 

region in the whole of Velious. | 
The wild jungle struggles against the walls of Kael Drakkel as if the forest itself were a ( 
conscious being and the city of Kael Drakkel a parasite it desperately wished to remove. 


torm Giants guard Tormax’s keep from their mortal 
enemies – Velious dragons and Coldain dwarves. 





This western edge is Kael Drakkel's weaker point, and Tormax has ordered his most 
seasoned troops to guard against creatures that might come out of the jungle. 


Notable NPCs ( 


Кїпд Тоттах ( 


As the King of the Storm Giants, Tormax rules over both the Kromzek and Kromrif. ( 
His lasting desire is to see every last Velious dragon crushed beneath а giant's maul. 

To punctuate this fact, Tormax sits upon a throne carved from the skull of Hsagra, the ( 
mate of Yelinak of Skyshrine, who was felled by a Kromzek hero's blade. 











The dragons of Velious are not Tormax's only enemies, however, as the Coldain dwarves ( = 
despise him and his people with a comparable passion. It was Tormax's blade that killed = = 
Dain Frostreaver Ill, the great War King – a deed that has earned him eternal infamy ( г = > 
among the Coldain. A. To the Field of Bone C. Kaesora Library 
{ В. To Kaesora 12 
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Underground Tunnels 
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A. Temple of Xalgoz 





B. To Kaesora Li 


Bestiary 





Monster Level: Monster Examples: 
Iksar Skeletons 
20-45 Iksar Ghosts 
Sarnak Skeletons 
Sarnak Ghosts 
Spiders 








Dangers 


Xalgoz's undead minions are not to be trifled with. The Sarnak vampire's blood is quite 
potent and the life-giving essence it possesses has infused these minions with unnatural 
strength and speed, making them dangerous adversaries to any adventurer that dares 
climb down into the ruined depths of Kaesora. 


These undead creatures are being constructed for an army, "bred" with the ferocity 
and fearlessness of a blood-lusting hound and the steely discipline of a loyal soldier. 
Xalgoz's minions will often attack in coordinated hordes – rarely will adventurers have 
the opportunity to engage a single enemy within the crumbling walls. 


Benefits 


It is rumored that treasures of the old Iksarian Empire continue to exist in the deepest 
recesses of Kaesora's towers. Many groups of adventurers have emerged from successful 
ventures into the ruins with arms full of gold and many relics of arcane power. 


Background 


The old city of Kaesora rests at the center of the wasteland known as the Field of Bone, 
and is now ruled by a powerful Sarnak vampire lord named Xalgoz. Kaesora appears to 
be just a few ancient, ruined towers sinking into the hills of bones. In these towers and 
crevasses are passages, some well hidden, which lead into the buried city. 


The main inhabitants are Xalgoz's undead minions, but some snakes, spiders and other 
vermin have made quiet burrows here too. The city is of ancient Iksarian architecture, 
and much of its original riches lie buried and unspoiled. 


The tops of four ancient towers are the only signs of Kaesora seen above ground in the 
Field of Bone. Originally the Five Towers of Teraaz, they were part of an ancient Iksarian 
temple, and were the five tallest structures of old Kaesora. The five towers were of equal 
height, and formed a giant circle around the base of the temple. Now only the very tops 
of four towers can be seen above ground, standing in a crescent. 
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Two of these towers have passages to the city below. Other entrances exist where some ; A LM j 3 0 | И. 


cave-ins have occurred. Most of Kaesora is completely dark. 





Near the Five Towers of Teraaz sits a ruined arena. Among the rubble lie fallen statues 
of Iksarian heroes and crumbling marble pillars. A small network of cells and corridors ( 
lay intact under the floor of the arena, housing a small colony of giant spiders. 


бооооооооооооооооооо ое ооо оо 


Some of the buildings here still 
display the beautiful craftsmanship 
of their original inhabitants: giant ( 
Iksar statues, marble pillars and 
floors. Most of the city generally 
looks desolate – except for Xalgoz's ( 
Stronghold, formerly the royal palace, 

now headquarters for his undead ( 
army. Troops patrol the stronghold ( 
and the surrounding area. Xalgoz 

has converted the dungeon of the ( 
old palace into a laboratory, where 
he is usually found researching 

e powerful vampire lord, Xalgoz, commands his ancient magics and resurrecting ( 
ndead army from the ruins of Kaesora. the dead to do his bidding. 
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Notable NPCs 


Xalgoz 


This powerful Sarnak vampire lord is known to be deferent to Venril Sathir. However, due 
to Xalgoz' mortal heritage as an intractable enemy of the Iksar and the first Empire which ( 
spawned them, it is uncertain to what extent Ха!до2 loyalties reach. It is true that 

Xalgoz's undead nature makes him a simple target for the ancient lich to subdue, but 

how long that hold will remain and how much of the binds' strength is retained with 

each passing night is shrouded in the impenetrable umbra of the future. 


For now, Xalgoz resides in the ruins of Kaesora, where he strives to amass an undead 
army under Sathir's command. Fierce, hateful, and cunning, Xalgoz is a vile menace to 
the whole of Kunark. 





A. To Southern Kaladim C. Kaladim Bank 
B. The Temple of Brell 
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Kaladim, Northern | 


Bestiary | Notable NPCs 


Murlond Everhot 





Monster Level: Monster Examples: 
N/A Nene Murlond Everhot is praised both within and beyond Kaladim’s walls as the greatest 
weapons smith in all of Norrath. Murlond himself crafts very few weapons anymore, the 


í cruel passing of time having eventually taken its toll upon the aged smith. Most of the 
items for sale in his small wooden 


( shop are carefully constructed by his 

apprentice and only son, Lurmond. 

Murlond's brother Tortuk, is a fine 

( armorer and sells his wares from a 
small counter in his brother's store. 








Dangers 


The dwarves of Kaladim are highly protective of their valuable mines; any unwelcome 
visitors will have to answer directly to a Stormguard's blade if they dare to disrespect 
the dwarves' wishes. 


Benefits 


The northern district is home to most of the tradesmen shops of Kaladim, including the 

arms and weapons smiths and dealers. To accommodate the amount of monetary traffic ( 
that flows from the inner gates of the city, a bank has been set up in this region. This is 
in response to the demand created by tradesmen and adventurers from the whole of 
Norrath traveling here for famous dwarven crafts. Adventurers may go to the Ratsbone ( 
Treasury and assayer's office to retrieve coin to purchase the finest armor and weapons 

ever forged upon Faydwer. 


| Adventurers can visit cleric and paladin guilds as well as 
Murlond Everhot, the finest weapons maker in Norrath. 





Background 


The northern area of Kaladim has two distinct passageways that lead from the mining 
district of the city. This portion is considerably smaller than the south half of the city, 
but is still very important to the prosperity and success of the dwarves of Kaladim. 


This district houses the guildhalls for the clerics and paladins of Kaladim. The Paladins 

of the Deep, and their leader, Datur Nightseer, are housed in a large stone building 

constructed out of azure stones that were mined from the furthest recesses of the 

Butcherblock Mountains. They fight to protect their sacred regions from the evil that ( 
surfaces from the Underfoot. 


An elaborate stone building called the Underfoot Cathedral is dedicated to Brell Serilis, 
father of the dwarves and Duke of Below. It is the home of Kaladim’s clerics. Dwarf clerics 
wear bronze colored plate and their weapon of choice is a warhammer. 
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( Monster Level: Monster Examples: 
( = N/A None 
( 
( 
( 
Dangers 


A very hardy, goodly people, the citizens of Kaladim keep a long memory of those who 

have wronged them and are steadfastly intolerant of all born under a dark orientation. 

( The dwarves of Kaladim hold a special adversity to ogres and the Teir Dal, who are 
advised to avoid the city gates of Kaladim if they wish to remain living in the world. 


| Benefits 


\ The southern district of Kaladim holds the gated passageway to the Butcherblock 

( Mountains, the training ground for all young dwarven heroes. Kaladim’s proximity to 
the lush, fertile mountain grounds make this an ideal location for young adventurers 

( to return when they find their satchels and backpacks full from the rewards reaped 
on the battlefield. 


There are also many shops and taverns located in the southern region of Kaladim that 
offer their wares at reasonable prices and will purchase an adventurer's bounties for 
( considerable sums of gold. 


Background 


In a huge cavern in one of the Butcherblock Mountains resides the city of the dwarves, 

ruled by King Kazon Stormhammer. The gaping mouth of the cavern leads to mines and 

tunnels that stretch on for miles into the nethermost core of the Butcherblock range. 

The entrance to the city is a grand cave with iron gates and guard towers on either side 

built out of hollowed trees that grow there. A river runs through the town with bridges 
( of solid, sturdy dwarven craftsmanship crossing over it. 





( The southern region of Kaladim is the area's gateway to the Butcherblock Mountains. 
This south is also the more active part of Kalidim, with most of the city's taverns, shops, 
as well as the palace of his majesty, Kazon Stormhammer. The guildhalls for the dwarven 
warriors and rogues also reside here. 








Eg A The stone castle known as Stormhammer Hold belongs to the royal dwarven family of 
A. To the Butcherblock C. The Arena the same name. King Kazon Stormhammer, who is presently the reigning majesty of the 


Mountains D. Stormguard Keep dwarven people, rules from the hold. 
B. To Northern Kaladim 
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elaborately carved stone blocks, stone statues of dwarven heroes, and runes carved into 
the stone walls make this place one of the most magnificent sights to behold in all ( 
of Faydwer. King Kazon himself can be seen in his throne room, where he diligently 
tends to the welfare of his people. 





Stormguard Hall is a stone structure 

that houses the members of the ( 
dwarven warrior's guild called the 
Stormguard. Furtog Ogrebane is 
the captain of the guard. He is ( 
a mature but hearty dwarf who 
is well-respected by his troops. 
The Stormguard are responsible ( 
for the protection of all of Kaladim 
and are the primary strength within 
the king's army. ( 


- · Notable NPCs 


The earthen halls of Kaladim are filled with examples 
f solid, sturdy dwarven craftsmanship. 1 King Kazon Stormhammer 





The current ruler of the dwarves 
and king of Kaladim, Kazon Stormhammer is a very respected figure in dwarvish culture. ( 
Just, strong, compassionate, and wise beyond his years, King Kazon Stormhammer has 
assured the continuing prosperity of his people, which goes back to the foundation of 
Kaladim centuries past. 


However, the king's years of blissful rule seem to be coming to an end, for the orcs of 
Crushbone and the alarming Teir Dal alliance and influence upon Faydwer has become a 

potential crisis. Kazon finds himself now gravely considering his options. He knows war 

is inevitable to ensure the future of his people; this knowledge is a shadow upon his 

rule that deepens with each passing day. 











A. To Highpass Hold C. To the Northern Plains 
B. To the Gorge of King Xorbb of Karana 
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Karana, Eastern Plains 


Bestiary 





Monster Level: Monster Examples: 
Chasm Crawlers 
1 0-35 Craig Spiders 
Cyclopes 
Bandits 
Gnoll Reavers 





Dangers 


The Eastern Plains of Karana are a very hostile and dangerous place for any traveler or 
adventurer. All who venture through this territory must be very careful and watch both 
the ground below their feet and the sky above. Griffons are exceptionally dangerous 
here, for they have little regard for whom or what their prey will be and their speed 
makes them very effective hunters, easily outrunning even the most agile of rangers. 


Benefits 


The Eastern Plains of Karana hold a great variety of peculiar creatures that make this 
outdoor expanse a very unique and exciting region. Most adventurers who come here 
will find a seemingly unlimited supply of prey upon which to hone their skills and 
gather precious gems and coin to further benefit their journey ahead. 


A small cluster of houses nestled near the granite peaks of Highpass includes several 
merchants that sell a variety of traveling supplies. Given their inventory, they might 
also be interested in purchasing an adventurer's bounty. 


Background 


The eastern most section of the plains of Karana is an open land with few rolling hills 
and the majestic granite peaks of Highpass bordering to the east. This impressive area 
contains a few outposts, such as the small village of cottages located near the granite 
peaks to the east. Toward the northern reaches of the plains, east of the small village, 

the earth rises to form a massive valley that leads to the Gorge of King Xorbb. 


To enter the Eastern Plains of Karana, one must cross the enormous wooden bridge that 
grants passage over the Serpent River, a wide waterway that cuts through the whole of 
Antonica from north to south. Legends claim that this massive bridge, which connects 
the Northern and Eastern Plains of Karana, was built by the giants during a great battle. 
Once the bridge is crossed and the eastern plains entered, one will immediately see a 
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path that leads up to a stone monument, directing adventurers and travelers toward the 
proper roads for Qeynos and Highpass. Standing watch at this marker are two paladins, 
Sir Morgan and Squire Wimbly. 


Beyond the road, the wide, open expanse of plains and gently rolling hills is filled with 
an assortment of creatures. Many of the region's native species are extremely ferocious, 
attacking any who cross their path. 
A great chasm to the north of the 
bridge is home to hardy creatures 
such as the poisonous chasm crawler 
snakes and the chasm hounds. 


Notable NPCs 


Sir Morgan and Squire Wimbley 


Paladins of the Rainkeeper of Оеупоз, 
Sir Morgan, and his apprentice, Squire 
Wimbly, have stationed themselves in 
the fork in the road near the giant 
bridge in the eastern plains. For a 
small price, these two knights are When crossing the plains, watch out for spectacular 
willing to lend aid to lost travelers in creatures such as the deadly and speedy griffon. 


their search of the Highpass cliffs. 
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A. To the Western Plains of Karana D. Wizard Spires 
B. To the Eastern Plains of Karana E. Druid Circle 
C. To the Southern Plains of Karana F. Gypsy Camp 
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Monster Level: Monster Examples: 
1 0-35 Hill Giants 
Griffons 
Griffennes 
Dangers 


Northern Karana is filled with various wildlife that can be lethal to young adventurers. 
Highly aggressive griffons cover much of the plains; many adventurers have found 
themselves caught off-guard by their stealthy and incredible speed. When this happens, 
they are likely to become the next to lose their lives to these beautiful, though deadly, 
predatory beasts. 


Also, those opposed to the guards of Qeynos should watch their step here. The great 
white stone bridge, constructed by the people of Qeynos to ward off attacks from the 
gnolls of Splitpaw and the forces of Lord Grimrot in the southern plains beyond the 
Serpent River, is heavily guarded by Antonious Bayle 115 militia. 


Benefits 


The ancient druid ring that stands uncorrupted in these plains offer an ideal location 
for druids and their companions to hunt, while the tower near the wizard spires offers 
protection to those allied with the guards of Qeynos. The powerful wizards of Norrath 
can conjure up the very winds to teleport them and their companions to the great 
alabaster spires just beyond the white bridge of Qeynos. 


Near the western region of the Karana Plains, a small gypsy camp has been established. 
These gypsies, who are somewhat wary of all, but nevertheless welcoming of all travelers' 
business, will provide supplies and purchase the wares of tradesmen and adventurers 
for a decent sum of gold. 


Background 


The great Serpent River, which divides the whole of Norrath from north to south, sepa- 
rates the northern plains of Karana from its neighboring southern and eastern regions. 
Two great bridges offer the only means to pass the river and enter the adjacent plains. 
The grand wooden bridge of giant design crosses over to the eastern plains while the 

great white bridge and guard tower of Qeynos guards the passage to the south. 


The northern plains are accessible from the western plains by way of the road that 
begins in Qeynos and runs through Highpass Hold all the way to the human city 
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of Freeport, on the eastern coast of Antonica. A small gypsy camp may be found off the 


side of the road very shortly after one enters the northern section. 





Creatures of all sorts inhabit this wide, flat wilderness, although the most prevalent by 
far are the Antonican griffons, which have been categorized into several different species ( 
by the Qeynos rangers who first explored and charted this area. Swifter than any adven- 
turer’s natural speed and bearing 
superior physical traits and senses, 
the different species of griffons 
provide both a great danger and a ( 
bountiful resource to any adventurer 
of moderate power backed up by 
trusted companions. ( 


Notable NPCs 
Brother Nallin 


Originally from the western coastal 

city of Qeynos, Brother Nallin is a 

Powerful wizards may conjure up the winds to teleport high priest of Rodcet Nife and the 

barties to the great alabaster spires of Qeynos. founder of the great white tower and 
— = bridge over the Serpent River that 
connects the northern and southern plains of Karana. Brother Nallin seeks to thwart the 
vile efforts of Lord Grimrot who resides with his undead army in the southern plains. 











A. To Lake Rathetear C. To the Lair of the Splitpaw 


B. To the Northern Plains D. Aviak House 
of Karana 


E. Centaur Village 
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Bestiary 





Monster Level: Monster Examples: 


Cyclopes Gnolls 
1 0-35 Aviaks Skeletons 


Centaurs Lions 





Dangers 


Located to the far south, near the pass to Lake Rathetear is an aviak village. Living on 
platforms built in the trees, the aviaks will leave most peaceful adventurers alone, with 
the exception of their racial enemy, the ogres. However, if provoked, the aviaks will 
defend their area and brethren aggressively. 


In the center of the southern plains, the Lair of the Splitpaw Gnolls can be spotted. 
The area near the entrance to the lair is under heavy and constant guard patrol. 
Adventures are advised to use extreme caution when traveling anywhere near 
Splitpaw Gnoll territory. 


The Serpent River bed splits the northern and southern plains. There have been reports 
of the walking dead and other unnatural creatures in the ruins near the river area. It is 
also reported that a powerful undead knight commands the unnatural creatures. 


Benefits 


Adventurers wishing to travel to the southern regions of Antonica must pass through 
this wide expanse. There are no roads or signs to help lead parties to their destination. 
Therefore, if one is to travel safely through the plains, it is imperative to have a keen eye 
and definitive sense of direction. 


The large open spaces of the plains and the abundance of natural predators provide 
relatively inexperienced adventurers opportunity to learn and practice their skills. 
As they gain knowledge and experience they can employ their talents on the more 
dangerous creatures of the region such as the gnolls of Splitpaw or the undead 
abominations of the ruins. 


The Southern Plains of Karana are one of the most widely traveled regions of young 
Qeynos adventurers. The constant presence of aspiring heroes makes it a good place to 
join up with fellow adventurers of comparable levels. 
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Background 


The southern most expanse of the Karana territory is located just north of the Rathe 
mountain range, beyond Lake Rathetear. In comparison to the rest of the plains near 
Qeynos, the southern regions are filled with a relative sense of calm. 


Many natural creatures roam the southern plains, including lions, elephants, and wolves. 
Ancient, wise beings called Treants 
make their home in the far southern 
delta, near the chasm. Treants are sen- 
tient trees that are viewed as sacred 
by the followers of The Rainkeeper. 


The aviaks of Antonica, a race of 
birdmen, also call this place home. 
Their culture is primitive but noble, 
and they are natural enemies of ogres. 
Their large aviary-like village resides 
to the southeast, near the mountain 
pass to Lake Rathetear. They live high 
in the air on natural or constructed 
pilings. Crude ramps, fences, and 
bridges are strewn about the village. 
The birdmen seldom come down 

to the valley floor, except in small hunting parties, or to chase their attackers. 


The aviaks of Antonica, a primitive race of birdmen, 
live on elevated platforms above the plains. 





The intelligent half-man, half-equestrian centaurs have founded a small village in the 
northern terrain. Centaurs follow a system of matriarchal polygamy, where females and 
males live separately. Once a year, will they meet, but then only on the female's terms. 
Centaur males live in a circular compound of stable-like structures while females live 
in a secret location. At the centaur encampment, adventurers of all races, religions, and 
and professions may purchase fine goods of sturdy centaur craftsmanship. 


Notable NPCs 


The Meadowgreen Brothers 


Ulan and Shakrn Meadowgreen are the leaders of the centaur encampment in southern 
Karana. Wise and extremely tolerant, these brothers also happen to be the finest smiths 
east of the Serpent River. It is said that they hold the secret to an ancient suit of armor 

that was passed to ogre warlords before the curse of the Rathe descended upon them. 
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Lions 
Giant Beetles 
Wolves 





Dangers | 


A variety of hostile creatures wander these plains. While most are fairly suitable for the 
( adventurer who has just graduated from the hills of Qeynos or the den of Blackburrow, 
a few of the plains' residents can be quite a challenging match. 


Along the road that extends from Qeynos to the coastal city of Freeport to the east, a 
single guard tower can be found. Many adventurers will find little to no resistance from 
these guards. They may even be engaged in conversation. However, those who have 
earned the disdain of Qeynos and its citizens are advised to avoid the tower if they 
wish to remain free of a guardsman's blade. 


| Benefits 


Young adventurers can find many creatures to hunt in the open wilderness of the 
western plains. Fellow adventurers can be found in this region, honing their skills and 
bartering with the various merchants stationed along the road. The presence of able, 
soon-to-be heroes makes the western plains ideal for those adventurers who are 
searching for the assistance of others of similar power. 


The plethora of merchants in the western plains provide an element of comfort and 
convenience for those who wish to remain in this region for long periods of time. 


, Background 


The western region of the Karana plains is the closest to Qeynos, residing just beyond 
the gently rolling hills outside the city gates. The road that connects the eastern city of 
( Freeport to the western port-side city of Qeynos winds through this wide, flat expanse 
of land and reaches out to the northern plains where it is continued to the east toward 
Highpass Hold. 





Karana's western sector is treasured by the entire Qeynos kingdom for its prime farmland. 
( In the very recent past, a small cult dedicated to The Plaguebringer, Bertoxxulous, caused 
А J~ ‚ a devastating plague to wash over the entirety of this rich, fertile farmland. The diseased 
A. To the Qeynos Hills : C. Barbarian Fishing Village | crops and the apparent lack of any cure proved devastating to the farmers that depend 








B. To the Northern Plains of Karana D. Ogre Holy Circle 
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One may engage the tower guards in conversation on 
the road between Qeynos and Freeport. 


_ Karana, Western Plains ____ 


on the plains’ rich soil for their livelihood and the citizens of Qeynos who depend on the 
harvest to meet their nutritional needs. But recently, a priest of Rodcet Nife discovered 

a cure and the plains have been restored to their former vitality. The farmers and animal 
life of this region thrive again, having recovered with amazing speed from the crippling 
affliction that had threatened to mortally wound the whole of Qeynos. 


Numerous towers set up by the 
guards of Qeynos dot the plains. 
To the southwest, on the shores 

of the Serpent River, rests a small 
barbarian fishing village where 
adventurers may purchase supplies 
and sell their wares. 


Notable NPCs 


The Ogres 


To the northwest, nestled in a small 
copse of trees and granite boulders, 
resides a strange temple. The small 
tribe of ogres who built this shrine 
remains to this day, forever guarding 
their sacred temple and paying homage to The Warlord in their own ceremonious way. 
For a variety of reasons, adventuring parties have come to engage this tribe of ogres, but 
time and time again, this fearless tribe has prevailed. Many adventurers continue to seek 
confrontation with these inhabitants of the western plains, for rumors have it that ogre 
shamans guard the secret to an ancient weave of bone that will allow magical energies 
to pass through it – a chain armor that will enable spellcasters to continue working their 
magic while being protected from melee attacks. 
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A. To the Dreadlands 


B. Venril Sathir's Lair 





C. To Karnor's L2 


D. To Karnor's L2 
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C. To Karnor's Li 


D. To Karnor's Li 


Bestiary 


Monster Level: Monster Examples: 
3 5-5 5 Ікѕаг Skeletons Sarnak Ghosts 
Iksar Ghosts Golems 


Sarnak Skeletons Drolvarg 





Dangers 


Karnor's Castle is heavily guarded by Venril Sathir's undead servants. With their unnatural 
strength and impenetrable bodies of solid stone and iron, golems resurrected from the 
Empire of Old pose a considerable threat to all adventurers. They're brutal adversaries 
for even the most precise blades wielded by the greatest of heroes. 


Undead lurk in every shadow and behind every corner of this desolate, haunting keep. 
Controlled by officers directly under Venril Sathir's command, these minions are not to 
be underestimated. In keeping with the bravery and morale of the old knights of the 
Iksarian Empire, these soldiers of bone are fearless in their assaults. 


Benefits 


Because of Venril's affinity for both the undead and the dark powers that control them, 
Karnor's inhabitants are usually susceptible to the spells of priests and necromancers. 
Karnor's Castle is an ideal place for experienced adventurers to gather and coordinate 
their efforts – a training ground, if you will, for the greater battles that may lurk upon 
the horizon. 


Description 


Karnor's is an ancient Iksarian castle built during the height of the Iksarian Empire 

of Old, designed to control the southwest and hammer the giants into submission. 
Awesome magic was cast here, as well as unspeakable evils. Appropriately, the newly 
risen and bloodthirsty Venril Sathir has taken residence in the ruins, rebuilding the 
legendary might of Karnor to serve as the foundation for his return to the Kunark fold. 


Karnor's Castle is dark, gloomy and generally in disrepair, bearing scars inflicted by the 
unmerciful fist of time. Venril Sathir has taken to rebuilding some parts of the castle, 
such as the dungeon and laboratory, while completely ignoring other areas such as 
the courtyard, bed chambers, and entertaining and banquet halls. These rooms remain 
untouched, just as the Iksar had left them hundreds of years ago. 


Most of the castle is underground. The above-ground rooms and towers are usually 
uninhabited with the exception of patrols – undead soldiers spawned from the castle's 
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_ Karnor'’s Castle 


Katta Cartellum 


former Iksar inhabitants. The castle's sprawling multi-leveled dungeon is where the 
majority of activity occurs; it also contains Venril Sathir’s lair, library, and laboratory. 





Venril Sathir has used his immense power and knowledge of the arcane to create 

a magic moat around the castle. The moat can be crossed by an ancient drawbridge, ( 
which is always heavily guarded ( 
by Venril Sathir's minions. 


In the castle's war room, statues of 

Iksarian heroes line the walls, and are ( 
rumored to come to life and attack ( 
intruders. Within these walls, Venril 

directs his officers to carry out ( 
his dark biddings. Beyond the war 

room, a complex of rooms, corridors 

and cells that was once the castle's ( 
dungeon has been converted to 
accommodate Venril's myriad needs. 
It is now a powerful laboratory for ( 
resurrecting past evils...and creating 


Aiming to create a new Iksarian empire, Venril Sathir is 
rebuilding Karnor's as a base for his undead army. new ones. 





Notable NPCs 
Venril Sathir ( 


An undead army has been slowly accumulating in the Dreadlands. The army is under the 
command of an ancient necromancer, a lich-king named Venril Sathir – the first ruler of 

the Iksarian Empire over two thousand years ago. Now awakened from his long slumber, 
Venril seeks to put right what has been wronged and to re-establish a new empire that ( 
will enslave all under his mailed gauntlet of hate. He and his necromantic allies have 
based themselves in the ruins of Karnor's Castle, which he is intently rebuilding. 


He also has a large outpost in the Bile called Varis. It is from there that he intends to send 
large expeditions into the Emerald Jungle in the hope of finding Iksar descendants to ( 
reclaim as his subjects. 











( 
Venril's first lieutenant is Xalgoz, a Sarnak vampire who controls the lost city of Kaesora ; ~ m >, 
in the Field of Bone. Xalgoz's task is to build a host of the undead and begin crushing с. 3 
those that inhabit the Frontier Mountains. The other races are not yet aware that Venril ( A. 10 the:Tenebrous Mountains D. Katta Castellum Bank 
is now perhaps the greatest threat to their existence. Soon, it may be too late. B. To the Twilight Sea E. The Bread Brakers Bakery 


( C. The Second Kin Armory F. Midnight Ceramics 
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Bestiary 





Monster Level: Monster Examples: 
N/A None 





Dangers 


Aside from those of evil bent, Katta Castellum is welcoming of all visitors from Norrath. 
Of course, those who have dared to defy the ancient rule of Tsaph Katta or have shown 
their allegiance to Seru, will quickly come under the blades of the Validus Custodus. 


Benefits 


It is said that if one proves their loyalty to the Combine of Tsaph Katta, high ranking 
officials of the city will bestow recognition and quests with the promise of great reward. 
In addition, adventurers will enjoy Katta Castellum's famous hospitality and luxuries 
unparalleled in all of Norrath. Shops that contain exotic and rare merchandise are 
plentiful here, as are many taverns of high repute. 


Description 


The first of the Combine cities established on Luclin, Katta Castellum was formed when 
a group of Combine loyal to Tsaph Katta fled Norrath. The city is built on the cliffs of the 
Tenebrous Peaks mountain range that overlook the Twilight Sea. Access to the city is 
guarded on one side by a great wall and guard towers carved of native mountain stone, 
and on the other by the cliffs and Twilight Sea. 


The residents of Katta Castellum have established a temporary government structure. 
The top level of government is the Concilium Universus, an elected council of nine 
officials that govern according to their interpretation of the wills of the Great Emperor 
Tsaph Katta. Directly under the command of the Concilium Universus are eighteen 
governors who carry out the orders of the council within the city. 


The city militia, known as Validus Custodus also answers to the Concilium. Every able 
bodied young man spends time in service of the Validus Custodus and many remain 
in the ranks of the militia for the entirety of their lives. 
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Katta Castellum's inhabitants reflect the diversity of the Combine Empire of old. All races 
and cultures are tolerated and respected, with the exception of those who fall under the 
dark persuasion. 


One unique race, the vampyres, live secret and desperate lives. In constant fear of the 
Validus Custodus, the vampyres often flee the city walls upon their creation. However, 
some have successfully escaped the knowledge of the Validus Custodus and retain 
an inconspicuous existence within 
the city. The eternal night aids the 
young vampyres in concealing their 
true natures, but older vampyre tend 
to have characteristics that make 
them easily identified. In any case, no 
vampyre is expected to survive long 
within the walls of Katta Castellum, as 
the Validus Custodus are vigilant in 
their hunts of the undead. 


Notable NPCs 


Magistrate Phenic Dionicas 





High honors and special assignments await heroes 


icu AER , that prove their loyalty to the Combine of Tsaph Katta. 
Phenic Dionicas is a human magis- ACH ' — 


trate of the Concilium Universus. 

Phenic spent his younger years as a warrior in service to the Validus Custodus and 
quickly rose through the ranks before being elected to the Concilium. Phenic Dionicas 
is the most fervent council member when it comes to the extermination of the vampyres 
that plague the Tenebrous Mountains and prey on the citizens of Katta Castellum. 





Magistrate Keylara Abanjabi 


Keylara Abanjabi is an Erudite magistrate of the Concilium Universus, and is a very 
accomplished enchantress. Some have raised concerns about the potential for her 
to manipulate the council. This constant threat of suspicion makes Keylara the most 
unlikely member of the council to ever go against the will of Tsaph Katta. 


Magistrate Klandar Bronzebrow 


Klandar Bronzebrow is a very dour dwarven magistrate of the Concilium Universus. 
Klandar is among the oldest of the current council members and his unswerving logic 
and wisdom makes him highly respected by his fellow magistrates as well as the people 
of Katta Castellum. 
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Magistrate Teepa Berrytoe 





Teepa Berrytoe is a halfling magistrate of the Concilium Universus. Teepa' chief focus is 
on keeping track of Katta Castellum's resources and supplies. She is a popular magistrate « 
( 


among the workers of Katta Castellum due to her involvement with their trades and her 
amiable persona. 





Magistrate Broote Malicus 


Broote Malicus is a barbarian magistrate that comes from a traditional shaman lineage. 
Broote has had many successful dealings with the kerrans and has begun to work with ( 
them in training some of the younger Validus Custodus in the ways of the Beastlord. 


Magistrate Elnerick Augustleaf ( 


Elnerick Augustleaf is a high elf magistrate of the Concilium Universus and a highly 
skilled practitioner of the art of wizardry. 
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Magistrate Salic Whispersong 

Salic Whispersong is a half elf minstrel and magistrate of the Concilium Universus. 
Salic is a charismatic public figure and seemingly knows even the smallest details of ( 
Katta Castellum's history. 


Magistrate Celris Shadetracker ( 
Celris Shadetracker is a wood elf veteran ranger. Celris was one of the original Loyalist 
refugees to arrive on Luclin and has since become familiar with the lands surrounding 
Katta Castellum and beyond. ( 
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Magistrate Glixx Tobbnokcog 


Glixx Tobbnokcog is a gnome magistrate of the Concilium Universus. He is the council's ( 
wizened and scholarly elder statesmen, and possesses a vast amount of arcane and 

engineering knowledge. Glixx was also among the original Loyalist refugees and was 
instrumental in the planning and construction of Katta Castellum. ( 
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Monster Examples: 
Mermaids 


2 5 -5 3 Sharks 
Fish 
Piranha 
Barracuda 


Monster Level: 





Dangers 


Because the entire keep is submerged in the depths of Dagnor's Cauldron, one must 
enact an enchantment that will allow survival for long periods of time without the 

need for air. Without this ability, granted through enchanted items and the spells of 

a skilled arcanist, one will surely perish within minutes of entering the dungeon. 


Benefits 


Kedge Keep presents an environment like none other found upon the whole of Norrath, 
an experience unique to those brave adventurers who dare to face its oceanic denizens. 


Description 


Built long ago by an ancient race of fish-like beings called the Kedge, the keep is now 
home to the last of its kind — Phinigel Autropos, a powerful conjurer. He now draws any 
who wander too close to the shores of the cauldron into his watery domain to meet a 
horrible, gruesome fate. 


Contained in his dungeon are many aquatic creatures, including ferocious sharks who 
have claimed the lives of countless would-be heroes. There are rumors that Phinigel has 
been extending his power into the Plane of Water, conjuring water elementals and like 
creatures to do his bidding in order to dispatch unwary adventurers. 


Unique among aquatic life are the Gloomwater Mermaids - the intelligent, mystical 
beauties of the deep. Once master of their own destiny under the guidance of Estrella. 
of Gloomwater, the mermaids have been subdued by Phinigel and forced to serve as his 
eternal servants – forever guarding his domain and protecting his watery haven from 
unwanted guests. 
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Notable NPCs 


Phinigel Autropos 


The members of the Autropos family of Kedge Keep have been sorcerers and scientists, 
scholars and artisans. After watching many of his family reach the potential of their 
power and suddenly cease to advance, Phinigel Autropos set out on a quest to surpass 
the skills and glory of his ancestors. 
In search of ancient lore, his journeys 
took him to the edge of Norrath's 
seas. To assist him, he composed a 
spell that would allow him to leave 
the ocean for short periods of time. 


After several decades of research, 
Phinigel traveled to the great temple 
of Prexus at the center of his people's 
ancient city in order to have its magic 
amplify his own. There, he began to 
cast a spell of his own devise – one 
that would display his glory and mag- 
nificence to the whole of his people in 
the presence of their divine creator. 





As his spell progressed, Phinigel felt the power surge through him in a near unbearable 
maelstrom of arcane power and mental clarity. But his powers were too undisciplined. 
A glowing sphere now tied Phinigel to the temple. The sphere grew larger, and then 

in a flash of light, the entire city of the Kedge was engulfed in a deadly net woven of 
Phinigel's untamed arcane power and the force of Prexus himself. Some historians claim 
that the magic emanating from Phinigel's essence combined with the divine presence of 
Prexus was too much for the souls of the Kedge to bear, and they were torn from their 
bodies – ripped into the astral realm of the Ocean Lord. Fortunately, simple fish and 
other oceanic life weren't adversely affected. 


Thousands of Kedge floated dead in the water as Phinigel finished his spell. When he 
realized that he had killed every living Kedge soul, he retreated deep into the keep. 
The haunting image of what befell his people due to his reckless thirst for power and 
glory is his constant torment. Over the years, his pain as turned outward, causing him 
to treat all beings with venomous hatred. 
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A. To the Toxxulia Forest 





B. Kerra Jail Cells 


Bestiary 





Monster Level: Monster Examples: 


1 0-25 Kerran Fishermen 


Kerran Priests 








Dangers 


Although the kerran citizens are not initially hostile to adventurers who visit their 
homeland, they will defend their territory at all costs if provoked or if threatened. 
Those who seek confrontation with the kerra should be extremely cautious in doing 
50, for the kerran warriors are not to be underestimated and their priests are extremely 
wise, having the ability to swiftly heal their wounded soldiers in the midst of battle. 


Benefits 


The coordinated efforts of the kerran warriors and priests makes Kerra Isle a promising 
place for young adventurers and their companions. Skills in battle, especially those 
involving multiple foes, are sure to be advanced. 


Background 


This home to the cat people of Odus is a dense, tropical jungle, lush with plant and 
animal life at the edge of a gray stone cliff ridge. The rocky cliff face of the ridge is 
vertical and extremely dangerous, and can only be climbed in certain cracks and 
crevasses, which makes Kerra Ridge impenetrable from the south. 


The village of the cat people surrounds a clear, shallow lake that feeds a waterfall, 
that drops over a hundred feet into the small, rocky, deep lake below the ridge. 
Crude narrow paths cut through the dense jungle trees, spreading out from and 
surrounding Kerra Village. 


Patrols of kerra are often found moving along the paths and trails that encircle 

Kerra Village, looking for intruders. Small wooden and bamboo outposts have been 
constructed along the ridge and at the outer regions of the village, and are constantly 
manned by small squads of warriors. The kerra, an intelligent and peaceful race, will not 
act violently toward adventurers or travelers unless provoked. When they are engaged 
in combat, however, they are brutal and savage warriors, as their fighting instinct 
overrides their intelligence. 


Kejaan, Spirit of Kerra, was an ancient and legendary hero. He is the warrior prince who 
is credited with the founding of Kerra Ridge, organizing and uniting its then small and 
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feudal clans, and spawning the wisdom and tradition that is held in so high esteem by 
the current kerran citizens. His near deification is reinforced at evening fires and tribal 
ceremonies where tales are told and songs are sung about his heroism in battle and his 
wisdom in times of peace. In warrior training, young kerra are taught the ways of Kejaan 
and "for Kejaan" is a popular battle cry. Many kerran warriors call on Kejaan to aid them 


die 


he peaceful, intelligent cat people of Kerra Isle sing the 
raises of their legendary hero at the evening fire. 





in battle and thank Kejaan when 
they have done well in battle. It is 
said, although no one outside the vil- 
lage has witnessed it, that Kejaan will 
sometimes materialize from spirit 
form and walk among the people 

of Kerra Isle, giving them advice, aid, 
and enlightenment. 


Notable NPCs 


Priestess Mitty 


Many years past, a young priestess 
by the name of Mitty contested 
the high priest of the kerran people. 
In a heated and honorable battle, 
Mitty defeated her opponent and 


one-time mentor, and emerged as the high priestess and matriarch of kerran society. 
Although her people have generally prospered under her rule, she is sometimes viewed 
as tyrannical. Since her ascension, her undisguised prejudice against the male population 
has drastically changed the culture and social structure of the kerra. 
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A. To Highpass Hold 


B. To Rivervale 





C. To the Western Commonlands 


D. Ranger Camp 


` Kithicor Woods 


Bestiary 








Monster Level: Monster Examples: 
Fire Beetles Skeletons 

1 -45 Bats Ghouls 
Bears Zombies 


Will-O-Wisps Wolves 








Dangers 


When the penetrating rays of Ro's hot sun break through the dense canopy of this deep 
woodland, the forest of Kithicor is a rather safe place to venture. However, when dusk 
arrives, the vicious and powerful undead arise to claim the forest as their own. 


Benefits 


Young adventurers can fine tune their fledgling skills when the light of day shines 
through heavy woods. Many rangers also find themselves making pilgrimages to 
Kithicor, searching for the famed Ivy Etched Armor forged by the forest's ranger folk. 


Description 


Named after the legendary human ranger Kithicor, who once single-handedly defended 
these woods from an army of dark elves from Nektulos, this dense woodland binds the 
Western Commonlands and Misty Thicket to the mountain pass of Highpass. During the 
daylight hours when Ro's rays dimly pierce the thick canopy, this forest is teeming with 
woodland life – bears, wolves, beetles, bats and more. 


The thin winding path that connects Freeport to Qeynos continues through the dense 
forest, oftentimes running through small settlements of human rangers who continue to 
defend the forest in the tradition of Kithicor himself. 


Prompted by Tunare, a great battle between good and evil was fought in these woods 
in an attempt to restore the balance of nature. During the battle, Larthik K' Shin, the 
mentor of the Daughter of Hate, Lanys T'Vyl, was slain. Lanys herself was summoned 
to the Plane of Hate by her father, Innoruuk, while her nemesis, the great Firiona Vie, 
survived by the grace of Tunare. 


Innoruuk himself ended the lives of hundreds in the Battle of Kithicor, called "Bloody 
Kithicor" by the bards who spread the sad news and to this day sing of the horrors that 
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befell the once peaceful woodland pass. The evil, undead form of Laarthik K Shin 


remains in the forest to this day, along with many others frozen in undeath by the 
power of Innoruuk. 


Notable NPCs 
Laarthik K^ Shin 


In life, the knight Laarthik K' Shin 
proudly and vigilantly served her 
majesty, Queen Cristanos Thex of 
Neriak. A key player in countless bat- 
tles the Teir Dal waged against their 
foes throughout Norrath, Laarthik was 
a heavily decorated warrior of Neriak. 


Laarthik's dark disposition and 

military prowess made him an ideal 

candidate to mentor Lanys T Vyl, the 

Daughter of Hate and prophesied 

savior of the Teir Dal. For years 

Laarthik trained the young Teir`Dal The rangers of Kithicor defend the dark woodlands that 
= connect Western Commonlands to Highpass Hold. 

girl in the ways of necromancy and 

the blade, surprised as she excelled at 

an unnatural rate and eventually grew to surpass him in all ways. 





Laarthik took pride in his pupil and presented her to the people. They excitedly accepted 
and praised her – eager for a champion bred of the spirit of their divine father. 


With Lanys at his side, Laarthik led the military invasion on Kithicor Woods, spurred by 
the discovery of a mysterious ore in the depths of the Pickclaw mines of Highpass Keep. 
In the forest, the Teir Dal forces were met with those of Felwithe, Kaladim and Highpass 
Keep led by Firiona Vie, the celebrated champion of Tunare. 


In the climax of the heated battle between the powers of Tunare and Innoruuk, there 
developed a devastating maelstrom of conflicting energies and divine powers that 
would destroy the armies of both sides. Firiona Vie and her mentor Galeth Veredeth 
managed to survive by the will of Tunare alone, but Laarthik K Shin was not to share in 
such fortune. In his final, tortured moments, he watched the Daughter of Hate be drawn 
to safety by the hand of Innoruuk himself. 


Laarthik K'Shin's immortal, tortured body now wanders the woodland; his consciousness 
and spirit forever lost in a purgatory beyond the reach of all, even his divine benefactor. 
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_ Kurns Tower 


Bestiary 





Monster Level: Monster Examples: 


Skeletons 
p i 5 Burynai 








Dangers 


The Burynai are a malicious, spiteful race of xenophobic necromancers and shamans 
loyal to the Prince of Hate, Innoruuk. Their desire for isolation and hatred of all outsiders 
makes these creatures extremely dangerous for any and all travelers. 


Benefits 


It is rumored that Kurn's personal wealth, including payment received from Venril Sathir, 
continues to exist untouched - the Burynai either having no care for the treasure, or 
having yet to find it in the nethermost regions of the tower's complex. 


Description 


The Tower of Kurn is a place of dread for all of Kunark. It was here that the Iksar Empire 
of Old took their most hated of enemies to torture and kill. Now all that remains of this 
legendary, feared place is a crumbling, dilapidated tower and a large dungeon complex 
that exists beneath the tower. Rumors of vast treasure abound - but few are foolish 
enough to investigate their validity. 


The tower itself used to be four stories high but the ceiling has collapsed, rendering 
only the first two and half floors accessible. A trap door in the outer regions of the 
tower leads into the subterranean dungeon complex, constructed of brick and mortar. 


The first floor of the tower includes a great hall with large storage rooms on either side. 
There is a locked door here that leads into the dungeons. The second floor had served 
as barracks for the jailers. Only half of the third floor is accessible and consists of a pantry, 


kitchen, and dining hall. 


The frightening dungeon is large and sprawling, consisting of various cells and rooms of 
torture and execution. Undead of all kinds roam the halls as well as giant spiders and 
other assorted creatures. 
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The leader of the Burynai, Bargynn, can be found in the Cave of Wishes – a temple to 
Innoruuk that contains a large dark gem on display. Bargynn is a powerful shaman and 
is always attended by necromancer consorts as well as personal warrior guards. 


Notable NPCs 


Kurn 


During the height of the Iksarian 
Empire of Old, Kurn was one of Venril 
Sathir's most loyal subjects. Obsessed 
with torture, Kurn was the perfect 
choice for an imperial executioner 
and interrogator. Not wishing to fill 
the walls of Sebilis with the screams 
and tortured cries of their enemies, 
Venril ordered the construction of a 
great tower beyond the city walls 
where Kurn could perform his grim 
duties. For decades, Kurn perfected his 
art on the most hated foes of the 


Кит, the undead Iskar executioner, awaits visitors to 
Iksarian Empire, with many individual torment with his various instruments of torture. 
cases lasting years. " i 





Kurn's obsessive nature led to the tower's downfall. One evening, while engaged in the 
torment of his most prized subject, another prisoner escaped and descended into the 
nethermost depths of the dungeon, which Kurn had been using as a storage place for 
several obsolete and failed torture devices. From there, the prisoner managed to dig a 
tunnel, escaping the confines of the nightmarish tower. Unfortunately, the route the 
prisoner carved opened up a portal for the Burynai race. 


Enraged at their discovery, the Burynai invaded the tower through the prisoner's tunnel, 
vowing to destroy the threat they deemed the tower of torture posed to their culture. 
Within days, the tower was overrun by Burynai necromancers and shamans. Kurn was 
captured, his execution only stopped when the tribal elder became fascinated with the 
discovery of his torture infrastructure. The tribal elder ordered the tower sealed and 
guarded, assuring that any who dared to enter the domain would be swift to die. 


His own torture devices used against him, Kurn was subject to the Burynai's experiments. 
Eventually, over a year later, the Iksar would finally perish, only to be resurrected as an 
undead servant by the disappointed Burynai elder. To this day, the undead remnants of 
Kurn lurk in the innermost depths of his dungeon, existing only with the savage will to 
torment any that enter the confines of his chamber. 
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To Firiona Vie 
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To the Frontier Mountains 


. The Sarnak Fortress 











E. The Windmill 


F. Goblin Mines to the 
Warslik's Woods 


Bestiary 











Monster Level: Monster Examples: 
Goblins 
1 9-3 5 Sarnak 
Iksar 
Cockatrice 
Dangers 


The Sarnak have made camp in this region. They are extremely hostile and territorial, 
attacking any adventurer who crosses their path. The Sarnak usually travel in groups, 
but when one is caught alone, he will often cry for aid from his nearby companions 
who will quickly join the fight. 


A great monster of ancient origin is said to dwell within the Lake of Ill Omen's depths, 
swimming through the calm, warm waters in search of prey. It is rumored that many an 
adventurer has dove into the waters only to never be heard from again. 


Benefits 


Many people enjoy the lake both for the peace and serenity of the landscape and for its 
excellent hunting opportunities. Due to its proximity to Firiona Vie, the Lake of Ill Omen 
is a desirable destination for those who enjoy good relations with the elven outpost. 


Background 


The Lake of Ill Omen is immense, dwarfing even the next largest lake on Kunark. It gets 
its name from tales arising from the Iksar tribal era. Many Iksar, after bathing in the lake, 
suffered untimely and horrid deaths in the days that followed. Upon touching the waters, 
the victims were said to experience vivid dreams of their fate soon to come. After their 
deaths, the cursed Iksar arose as mindless zombies. Of course, this is all the stuff of 
legend - now, many swim the waters of this saltwater lake, ostensibly without suffering 
such a dire fate. 


The old port city of Veksar once lay upon the shoreline. At one point, giant earthquakes 
caused an enormous chunk of land, Veksar included, to slide into the depths of the lake. 
Just beyond the shoreline, one can see the peaks of Veksar structures that pierce the 
water's surface. Many ruins of Veksar stand almost as they once did, others lie toppled 
on the basin floor. 


The basin was once a very active thermal vent region, as the former residents of Veksar 
can attest. Fissures, too narrow to enter, spout bubbles and hint of a subterranean cavity 
existing underneath the sedimentary layer of rock. 
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_ Lake of gll Omen | | 
( | у 
In truth, a large portion of the old city of Veksar now lies in an immense cavern in the La Rathetear 





underworld of the Underfoot, where it has been swallowed up and then given new life ( 

as the sliding land behind the city formed a roof to hold back the water once again. ( 

А fissure still has multiple whirlpools sucking down water slowly and forming waterfalls 

of immense height in the Underfoot. The salty seawater is fed into the lake via a channel ( 
connecting the lake to the ocean. ( 


Notable NPC 








Faydedar 
For ages, this mythical creature has ( 
swum the salty waters of the Lake ( 
of Ill Omen and the Timorous Deep, 
feasting upon whatever gets near its ( 
jagged teeth – devouring countless ( 
unfortunate swimmers, fishermen, 
and adventurers. ( 
In recent times, many adventurers of ( 
he largest lake in Kunark boasts Sarnak encampments, the "old world" have come in search ( | 
water city, and an epic monster of the deep. of the water monster known as | 
' “> ' Faydedar, hoping to earn legendary ( | 
status among their own people and repute across the world for having a hand in the ( | 
death of this fabled nemesis of the deep. 











A. To the Arena D. Barbarian Village 
B. To the Southern Plains of Karana E. Aviak Watch Tower 


C. To the Mountains of Rathe 


"2/2 | 
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_ Lake Rathetear | 


Bestiary | Notable NPCs 

















Vrynn and Kyralynn 
Monster Level: Monster Examples: : 
= p ( These two barbarian shamans are husband and wife and have ventured to this peaceful 
1 0-25 спар ( lake from the frozen north. Equally hospitable toward all races, the couple is said to 
ps possess esoteric knowledge that enables them to forge a set of runic armor specifically 
oblins ( for the shamans of Norrath. 
Bandits 
( 
( 
Dangers 


There are few dangers in Lake Rathetear beyond the environmental hazard posed by 

the sharp, steep cliffs surrounding the lake. The gnolls near South Karana can prey on ( 
inexperienced adventurers, while the undead, who rise as Luclin's luminescence casts its 
shadows upon the darkened earth, present a slightly greater threat to the unwary. 


Benefits 


The lake provides excellent opportunities for hunting in what many describe as a pristine ( 
environment of great beauty. 


Reaching up toward the 5, this inous shrine 
can be found on one of tl | islands. 





Background 


Located in a somewhat mountainous region between the Southern Plains of Karana 
and the Rathe Mountains, Rathetear is a large, picturesque lake set against a backdrop ( 
of high mountains and breathtaking cliffs. 


Legends state that this lake was formed from the tears of the Rathe, as, one by one, 
they were executed by Murdunk and his ogre army in the primal world where they 
had been imprisoned. The earthen gods would later reform on their home plane after 
Murdunk's death, which, ironically, occurred in the very waters that arose from his 
murderous action. It is said that the ogre was felled upon the lake during an epic 
battle waged to determine the ultimate fate of Zek's mortal children. 


A group of gnolls has set up base in the ruins of Murdunk's army outpost near the 
entrance to southern Karana. It is said that at nightfall, numerous undead creatures rise 
from the earth and surround these ruins. 


On one of the islands in the lake there is a large tower with a glowing, incandescent 
flame atop it, burning eternally toward the heavens. Towards the western edge of the 
lake, adventurers can gain access to the famed, mysterious Arena. 
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Lavastorm Mountains 
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. To the Nektulos Forest 


. To Najena 


To Nagafen's Lair 


. To Solusek's Eye 





. To the Temple of 


Solusek Ro 


. Druid Ring 
. Gypsy Camp 





Bestiary 
CIPRO OUO TM ЧЕ АВИИ а 


Monster Level: Monster Examples: 
Rock Dervishes Shadow Men 
1 0-26 Fire Drakes Firescale Crocodile 
Lava Basilisk Fire Elementals 
Fire Goblins Fire Imps 
Lava Crawlers Fire Sprites 
Dangers 


Lavastorm's danger lies not only in the pool of lava that can melt even the hardest 
metal, but in the type of creatures that dwell there. The monsters use the power of 
their environment against their hunters, making strong protection from fire a valuable 
commodity for those who stalk this barren wilderness. 


Benefits 


Though Lavastorm is a desolate wasteland, many find it a great place for adventuring. 


The elementals in this area are a tough foe, but are susceptible to magic that typically 
affects summoned creatures. 


Background 


The Lavastorm Mountains are a very active volcanic mountain range northeast of the 
Nektulos Forest. Forged of sheer granite and cobalt stone, its ridged peaks are desolate 
and utterly devoid of flora – a dark gray wasteland of stone and magma. Pits of lava are 
scattered throughout the region, their constant bubbling and hissing giving birth to the 


ever-present haze of steam that reflects the light, fiery crimson color of the molten rock 
from whence it came. 


Many types of creatures that can withstand the sheer heat of the lava thrive here, 
feasting off one another in the pure carnivorous struggle of daily survival. Many of 
Norrath's less versatile races have also found the solitude of the volcanic peaks suitable 
for their purposes. Gypsies and other nomadic and reclusive beings have migrated to 
Lavastorm over the passing eras, reaping a feeling of calm serenity from the environment 
where others might see a useless wasteland. 


It is rumored that some of the creatures who roam this barren region are not natural in 
their origins. Rather, many of the elementals and the fire crawlers – great constrictors of 
immense strength and a fiery bite that can melt through steel – are thought to be the 
summoned creations of the conjuror Najena, who has inhabited the abandoned temple 
carved into the face of Lavastorm's most robust peak. 





_ Lavastorm Mountains 





There are but two unnatural structures that are visible on the outer faces of Lavastorm. 
The strangely alluring entry to the abandoned temple known as Najena can be seen 
through the crimson veil of steam at great distances. The second of the structures is the 
ancient druid circle that is now near irreparable due to its proximity to the most active 


of the region's volcanic chasms. 


igh up, the Najena temple is guarded by summoned 
creatures of immense strength and a fiery bite. 





Notable NPCs 
Sir Lindeal 


A paladin loyal to Mithaniel Marr, 
Sir Lindeal is integral to the defense 
of the Lavastorm Mountains. Sent 
to patrol the barren wastes by his 
superiors stationed in the Temple 
of Marr in the northern region of 
Freeport, Sir Lindeal has fiercely 
guarded his ward from the vilest 

of threats – the Teir Dal of Neriak. 


Sir Lindeal quickly became infamous 
to the Teir Dal for slaying their young 
trainees, messengers, and others that 


ventured into the desolate mountain range. In particular, Loveal S Nez of The Dead, who 
lost one of his most prized pupils to Sir Lindeal’s blade, despises the paladin with an 
unrivaled passion. Loveal 5' Мег is promising mercenaries a bountiful reward in exchange 


for proof of Sir Lindeal’s demise. 
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A. To Dawnshroud Peaks 
B. To the Umbral Plains 








C. To the Akheva Ruins 
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_ Maidens буе ( 


( Inside the rooms one can still see remnants of the city's former inhabitants and their 
everyday lives. There is also a small bakery that has remained largely intact. 


Bestiary 





Monster Level: Monster Examples: ( The barracks are found in the middle area of the ruined courtyard. Still active, protective 
ЕЕЕ golems wander about, leftover from the era of Ка Vethan's prosperity. There are no beds 
45-60 Akheva ( in the barracks, just areas for the golems to remain standing. Along the walls are golems 
Galorians | that have been deactivated, no longer able to be brought into their animated stage. 
Shadelings ( 
Vampyres Firegard Lake lies in the northeast 





Dangers 


Many frightful creatures wander the open expanses of this region. Unwary adventurers 
and travelers have often found themselves attacked, moments before thinking they 
were in a place of safety. All adventurers hunting or traveling in this region are advised 
to bring with them the company of allies who are of comparable power. 


Benefits 


Successful adventuring groups and excavation teams have uncovered ancient relics 
from the first Akhevan Empire, before the civil war and invocation of the Maiden's Scar. 
To this day, adventurers, historians and treasure hunters venture to the ruins of Ka Vethan 
with hopes of retrieving powerful relics of eras past. 


Background 


Surrounded by mountains, Ka Vethan was the first stronghold of the Akheva. It was 
destroyed by the Maiden' Scar, a powerful storm that erupted through the countryside 
and now lies dormant across the twilight skies. All that remains of the enormous and 
once vibrant citadel are piles of solid,.dead matter of shadow and stone that had once 
been its walls. 


The land, once fertile and sprawling with lush lunar vegetation, is now covered with dirt 
and stone. Weeds have sprouted everywhere, consuming the ground. Shadeling Meadow, 
which lies towards the east, is the only area within Maiden's Eye that still supports grass 
and plant life. Among the piles of stone found within the fallen citadel lie ornaments 
and symbols once used to pay homage to the Akheva goddess and creator Luclin, the 
Maiden of Shadows. 


The once grand architecture of Ka Vethan is now a hollow shadow of death reflected 
in a chaotic scatter of devastation and ruin. Several roof-torn husks of buildings lie 
scattered in and around the city's former courtyard, many rooms in each still accessible. 
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section of the region. А two-story 
building rests on the shores of this 
relatively small lake. Inside, a fire 
burns, lit by Akheva mages and fueled 
by priests in eternal homage to their 
revered deity. 


There is also an ancient graveyard 
where the immortal Akheva would 
dispose of mortal servants who had 
expired. Many of the skeletal remains 
have been unearthed, lone reminders 
of an epic battle that took place here 
millennia past. 


Notable NPCs 


Goranga Chieftain 


Protective golems still wander the ruins of Ka Vethan, 
where relics of the Akhevan Empire can be unearthed. 





This tribal chief broke his members away from the Sambata tribe to form the Gorangas. 
Upon entering Maiden's Eye and learning to cope with their new environment, they 
became much stronger and more intelligent than the Sambatas they left behind. 
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A. To the Netherbian Lair 


B. To Mon Letalis 





C. To Sanctus Seru 


р. Recuso Camps 


Bestiary 


Monster Level: Monster Examples: 
20-40 Sunflowers 
The Recuso 


Lightcrawlers 





Dangers 


The harsh climate of Marus Seru has forced its inhabitants, mainly alien predators, to 
develop dramatic mutations in order to survive. These incredible adaptations pose a 
significant threat to adventurers who are not well-versed in the biology and geography 
of this region. 


Benefits 


Hunting in this region is challenging, exciting, and makes for a unique experience – 
odder even than what is typically found on Norrath’s largest satellite. The rough terrain 
of Marus Seru also mandates the need for collaboration between the adventurers who 
temporarily dwell here. 


Background 


This region is named after Seru, the great general of the Combine Era who is revered 
by the population – ог at least given lip service. Also given his name, the Inquisitor 
fortress of Sanctus Seru lies just to the south. 


The landscape of this region is quite extreme, with smooth expanses of surface rock, 
sheer escarpments and deep crevices, all under the harsh actinic glare of the sun. 
This landscape was formed as the moon made close passage to the sun, a millennial 
event, with temperatures nearly a thousand degrees hotter than what exists now. 


The life found in this harsh environment is varied, but all the native creatures have 
evolved to survive ever-present light and constant extreme heat. Both flora and fauna 
have evolved to exploit the abundance of solar energy. Semi-sentient sunflowers, for 
instance, have developed the unique ability to focus the sun's rays on a target for either 
defense or attack. 


Also unique to this region is the lightcrawler – а centipede creature of varying size that 
moves at a most unnatural speed, posing a significant threat to all it comes across. 


Beyond the indigenous inhabitants of Marus Seru there are the Recuso, or the Refused, 
exiled citizens of Sanctus Seru who have refused to submit to The Question but were 


283& 








_ Marus Seru 


not deemed worthy of punishment by death. A hardy few have managed to survive in 
these harsh lands, banding together from time to time for protection. Desperate souls 

all, they will not hesitate to attack an adventurer when low on supplies – though a few 
will react more congenially and converse with travelers that approach them. 


ecuso exiles of the blistering Marus Seru will attack or 
befriend travelers as their needs dictate. 
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A. To Rivervale 


B. To Runnyeye Citadel 











C. Druid Ring 
D. The Wall 
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Ё Misty Thicket 
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Bestiary 


Monster Level: Monster Examples: 


Bats Giant Scarabs 
1 -1 0 Wolves Fire Beetles 

Spiderlings Bixies 

Giant Spiders Goblins 


Dangers 


For the young and inexperienced adventurer, creatures encountered in Misty Thicket 
may often be considered dangerous. The extremely hostile bixies, although relatively 
fragile to the moderately skilled, may pose a serious threat to young pupils just starting 
their explorations. 


Benefits 


Misty Thicket is considered to be one of the safest starting grounds in Norrath, despite 
the inherent dangers of the local inhabitants. The stone wall serves as both landmark 

and barrier, dividing the land and helping to keep the more dangerous creatures out of 
the youngest pupils’ paths. 


Adventurers who get easily lost can find their way back to Rivervale as long as they 
follow the stone wall back to the safe area protected by the guards. Those of beginning 
skill levels can explore without fear of running into a considerably more dangerous 
opponent, while more experienced combatants can easily find formidable adversaries 
beyond the wall. 


Background 


Misty Thicket is a small forest neighboring the dungeon of Runnyeye Citadel and the 
halfling city of Rivervale. It is a relatively safe place for hunting and is a great source 
of food for the halflings who live nearby. Yet there are few smaller bands of somewhat 
aggressive humanoids who live in the woods and often pose minor problems for the 
people of Rivervale. 


Just outside the small cavern entrance to the town of Rivervale, several earthen huts 
are dispersed about the flat, sparsely-wooded area of the thicket. These are merchant 
huts where tradesman make a living selling their wares to adventurers and purchasing 
materials that could perhaps be of potential use. 








The forest itself is split into two sections by a large stone wall known as the Wall of 
Serillis, and formerly known as the Great Wall of Cetelt. The wall serves as a barrier to 
protect the citizens of Rivervale from Clan Runnyeye who inhabit the nearby bastion. 


A famed human adventurer named Cetelt, who had retired to live in the area of the 
Misty Thicket, set his followers to build the great wall. Some say he had them do it out 
of his great concern for the halfling people, as the wall protects them from the goblins of 
Clan Runnyeye. The goblin citadel can 
be found on the other side of the wall 
– called the “bad side” by the halflings. 
Others, however, seem to think that 
Cetelt devised the project as a "make- 
work" opportunity for his followers 
who, to Cetelt's chagrin, continued 

to follow him throughout most of his 
lifetime, begging him to fulfill their 
need for a hero and leader. 


The wall was later dedicated by the 
local halflings to Brell Serilis - one of 
their chief gods, along with Karana 
and Fizzlethorpe Bristlebane. 


Safe ground for the novice, this thicket neighbors the 
goblins of Runnyeye and the halflings of Rivervale. 





Notable NPCs 


Mooto 


In the first years of his young life, the goblin named Mooto was discovered to possess 
cunning and an ability to reason that seemed impossible for others of his kin, the 
Picklaw goblins of Runnyeye. Recognized as a great asset in their territorial struggles 
with the halflings of neighboring Misty Thicket and Rivervale, the goblin king appointed 
Mooto to be head guard at the station located in the outskirts of Runnyeye citadel. 


Over the years, Mooto has proven to be a bane upon the halfling people. After one 
of Mooto5 brutal raids upon the city of Rivervale, the halfling's finest guardsmen and 
warriors were soon stationed at the Wall of Serillis. To this day, Mooto continues to 
roam the land beyond the wall, protecting the cavern entrance of Runnyeye Citadel 
and slaying any halfling that comes within his sight. 
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А. То The Grey 
B. The Spires 





C. To Marus Seru 


Bestiary 











Monster Level: Monster Examples: 
20-40 Spire Spirits 
Rockhoppers 
Stonegrabbers 
Dangers 


Like Marus Seru, the harsh, unforgiving climate of Mons Letalis has forced the creatures 
to either adapt to the extreme conditions or perish. Many of the Deadly Mountain's 
inhabitants are extremely versatile and mostly immune to the elements. Living within an 
environment composed of rock, most of the inhabitants have become so resilient that a 
creature of seemingly comparable strength elsewhere on Luclin will be overmatched by 
their Mons Letalis counterpart. 


Benefits 


Beautiful, although dangerous, Mons Letalis provides an excellent hunting ground for 
the casual adventurer. Those who band in groups often find the greatest success here – 
for the creatures are often not what they seem. 


Background 


Located between Merus Seru and The Grey, Mons Letalis — also known as the Deadly 
Mountains – is a contrast of towering peaks that seem to reach for the heavens, and 

deep valleys that surround them. The area is brightly lit and appears to almost glitter, 
as reflective, sparkling rock is found in abundance. 


Subject to the same geological events that originally shaped Merus Seru, the rocky 
terrain of Mons Letalis has been rounded and smoothed by exposure to extreme heat. 
Running the length of the region from north to south is a deep canyon that winds its 
way around several peaks, breaking out into many branches that split off both to the 
east and west. 


Access to the peaks is possible, but one must be careful – there are several plateaus 
where creatures native to this area hunt their prey. Goblin-sized creatures known as 
rockhoppers use their powerful legs to propel themselves up and down the mountains, 
and have powerful claws to dig small prey out of the cracks and crevices in the earth. 
They are found primarily on the mountainsides and within caves. Although not terribly 
aggressive, they are found in small bands that will aid one another when attacked, and 
their claws make them a dangerous foe to the unprepared. 
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А unique breed of creature known as spire spirits are ethereal beings who haunt the 
highest reaches of Mons Letalis, feeding off the life forces of mundane beings that live ( 
in the area. They drain opponents of strength and cause them to be slow of movement. ( 
They are regarded as undead creatures in the astral core of their essence, and the spells 
of priests may serve to aid in vanquishing them. ( 
( 
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( A. To the Lavastorm Mountains D. Nagafen's Lair 
B. To Solusek's Eye E. Ffreeti Lord Djarn 


C. King Tranix's Throne room 
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А Nagafens Lair 


Bestiary 





Monster Examples: 
Kobolds 

30-55 Sonic Bats 

Lava Duct Crawlers 

Fire Giants 

Imps 


Monster Level: 





Dangers 


For ages, Nagafen and his subdued minions and servants, the Fire Goblins, kobolds, and 
Fire Giants of the region, have inhabited this fiery fortress beneath the heart of the most 
active volcanic crevasse in all of Antonica. Carved by the hands of the hearty goblins and 
finished by the mighty strength of the giants, this complex lair is an incredibly dangerous 
dungeon to venture in, for but one misplaced step could plunge the unwary adventurer 
into the fiery magma below. 


Benefits 


Despite the inherent dangers of this inhospitable terrain, the lure and promise of great 
wealth and ancient treasures has captured the intrigue of many adventuring parties. 
The great red dragon, Nagafen, is widely known throughout the whole of Norrath for 
his compulsive greed, and aspiring heroes have often come here in search of the great 
wealth promised to the one who can slay this monstrous beast. 


Background 


A large, open lava crater in the Lavastorm Mountains, known as Soluseks Eye, is the 
lair of many dangerous and rare creatures. The worst of these is the obsessively greedy 
ancient red dragon, Nagafen, who was cast out of the Ring of Scale for reasons known 
only unto himself and the elders of the great council. 


Carved by fire goblins centuries past, the subterranean complex of Nagafen's Lair is a 
veritable maze of winding paths and thin, narrow bridges of stone that hover uncom- 
fortably above rivers of flowing magma. Many chambers in the topmost region of the 
lair are inhabited by the kobolds loyal to Lord Nagafen. Although subdued beneath the 
tyrannical dragon's will, the kobolds have managed to uphold their own traditions and 
culture – proudly sustaining their own king, nobles, and high priests who order everyday 
kobold life. 
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As the caves wind deeper into the volcano, the inhabitants become increasingly deadly 

and ferocious. The lava duct crawlers make their home in the chambers nearest to pools 

and rivers of magma. They are especially dangerous, as the sting of their bite can fell 

even the hardiest of champions. | 


Notable NPCs 


Lord Nagafen 


Cast out of the Ring of Scale for 
reasons that still remain unclear, the 
red dragon Lord Nagafen has resided 
for centuries in the fiery depths 
beneath the Lavastorm Mountains. 


As chronicled within the annals of 
the devout followers of Erollisi Marr, 
known as The Maidens of the Rose, 
Nagafen, true to his dragon nature, 
exacted a toll in maidens from the 
people of Qeynos, forcing them to 
transport one maiden a year across 
the continent and leave her in his 
cavern dwelling. This went on for 
many years, until a pious and beautiful maiden named Erollette – a novice in the temple 
of Erollisi Marr, the Goddess of Love – was selected. When Erollette sank to the ground 
before Nagafen, she uttered a final prayer to her goddess, asking only that her sacrifice 
be the last the maidens of Qeynos must endure. 


Lava duct crawlers and fire giants bar the way to the 
red dragon Мадатеп and his hoard of ancient treasure. 





Her bravery and selflessness touched the goddess, who took pity on her. As Nagafen 
prepared to dine, Erollisi used a golden thread to sew Nagafen’s heart to his stomach, 
twisting his pangs of hunger into pangs of love for Erollette. Under the enchantment, 
he could not bear to eat her, or anything else – he was lovelorn after all. So he grew 
hungrier, but the more he starved the more his heart swelled in his chest and the big- 
ger his body became, until he was so huge he could not leave the confines of his cave. 
He begged her to stay with him, but seeing that the dragon was helpless, Erollette 
rejoiced and returned home to report the good news and dedicate her life to worship. 


It is said that when this happened, Nagafen cried one enormous tear that turned into 
a diamond as it rolled down his cheek. This diamond is called Solusek's Eye for the | 
volcano it now lies within. As the dragon's heart burst, he bellowed a cry of fire into the 
earth that caused a string of volcanoes to rise along the coast and caused chunks of 

the continent to break away, creating many tiny islands. He is still bellowing to this day. 
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A. To the Lavastorm Mountains 


B. Najena's Laboratory 











C. The Bonecracker 


Bestiary 





Monster Level: Monster Examples: 
1 0-25 Skeletons 

Ogres 

Dark Elves 


Tentacle Terrors 








Dangers 


The servants of Najena, both magical and mundane, guard her lair with zealous vigor. 
Those who brave the dark caverns must be prepared to best these servants in battle. 
Much of the halls are not entirely as they appear; many pit traps and locked doors will 
hamper one's progression through the dungeon. 


Benefits 


Many of the reagents used by Najena in her dark rituals are especially potent; students 
of the arcane sciences would benefit greatly from examining them. Najena herself has 
also outfitted many of her most trusted guards with magical weapons and equipment, 
all of which could prove useful to adventurers. 


Background 


Carved into the face of the largest peak in the Lavastorm Mountains, Najena’s lair is 

a dark compound that has fallen into ruin. Constructed in a lost age for a purpose 
long forgotten, Najena is now a desolate structure of crumbling pillars and deteriorating 
walls. However, the compound has been recently revived for a most nefarious purpose. 


The brilliant Teir Dal magician and rumored niece of Cristanos Thex, Queen of the 
Teir Dal, has occupied Najena. Undead constructs, summoned elementals, unnatural 
spiders and subdued ogre and Teir Dal servants roam every inch of the withering 
compound, violently defending their mistress' territory from all intruders. 


In addition, creatures of unknown and presumably unnatural origin called the Tentacle 
Terrors dwell in the uppermost levels of the ruined compound. They are infamous for 


their ability to siphon the life force out of their victims, using the energy to heal their 
own wounds. 


In a hidden section of the compound, veiled by a false wall in a small dungeon room, 
resides the lair of the creature known as Bonecracker – ап undead froglok necromancer 
that has a loose alliance with Najena. Many of Najena’s Teir Dal servants lurk in the 
Bonecracker's sinister domain where they aid him in his gruesome experiments upon 
the unfortunate adventurers they manage to capture alive. 
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; Najena ( 


( 
o Nektulos Forert 
Najena ( ЗА А 
During the current Dynasty of Naythox Thex, Najena has worked diligently to heighten ( 
her knowledge and increase her powers in order to satisfy her curiosity of the elements. 
Before the dynasty of Thex, there ( 
were four mage houses. They were ( 
the House of Summoning, the House 
of Sorcery, the House of Enchanting ( 
and the House of the Dead. The king ( 
found it necessary to combine the 
four circles under one house to ( 


better serve the empire as well as 
enhance his oversight. All rulers of 





the houses at first refused, until ( 
being persuaded by the emperor's 
Dreadguards. With the individual ( 
houses abolished, all the mages ( 
|. ofthe empire came to be known 
the eerie compound of the dark magician, Мајепа, | collectively as the Spurned – all, ( 
diss 3 Ate NOL аду Whar hey seem, that is, except that of the Queen of ( 


Neriak, the Duchess Cristanos Thex. 


Cristanos was the Duchess of the Dead, the ruler of a secluded caste of mages known as 
the House of the Dead that was given exclusive rights to learn secrets of the dark arts. 
No other house was allowed to dabble in the dark arts - even knowledge of the dark 
arts that related to the other houses were never allowed to leave the House of the Dead. 
When the consolidation of the mage houses took place, a compromise was hatched ( 
between the duchess and king, and the understudy of the duchess, the precocious 
Najena, was appointed to the Spurned to work for the empire. What's more, the Duchy 
of Dead was allowed to exist as a separate caste under the rule of Cristanos, who ( 
restricted access to the great Library of Souls to Najena only. 











( 
Najena's occupation of the ruined complex in the Lavastorm Mountains serves as a 
private facility for her own personal agendas and experiments. The ogre guards were ( 
"gifts" to the young, brilliant magician at the time of her appointment by Cristanos Thex. ( 
( 
( d — 
Í A. To the Eastern Commonlands С. To the City of Neriak 
B. To the Lavastorm Mountains D. Wizard Spires 
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Bestiary 








Monster Level: Monster Examples: 
Spiderlings Fire Beetles 
1 -50 Skeletons Neriak Dragoons 
Zombies Leatherfoot Raiders 
Bears Wolves 
Dangers 


А number of the creatures that an adventurer would encounter here tend to be very 
social, meaning that when one creature is engaged, another of its kin, if nearby, will also 
join the fray. This tendency can be problematic for the inexperienced adventurer. 


Those who the Teir Dal find objectionable may encounter difficulties traveling through 
this region. King Naythox Thex's guardsmen of the Indigo Brotherhood frequently patrol 
every inch of this forest and will aim to destroy any not of Teir Dal allegiance on sight. 


Benefits 


The young Teir Dal of Neriak often venture to this dark woodland to hone the first of 
their fledgling skills. This forest provides the necessities for their advancement in the 
form of various articles found off of one's successfully defeated prey. 


Background 


Nestled between East Commonlands and the fiery mountain range of Lavastorm, the 
Nektulos Forest is relatively small in comparison to its surrounding regions. 


This dark, dank woodland is the surface territory of the Teir Dal, whose city lies beneath 
the forest. Thick, twisted trees reach up from the grassy earth and then disappear into 
the eternal shroud of heavy mist that drapes over this dreary woodland. 


A narrow, winding road has been carved through the forest, bending its way from the 
pass leading to East Commonlands and winding westward, at last ending at the gray 
valley that reaches into the fiery peaks of Lavastorm. At one point, the road comes to a 
wood bridge guarded by the Teir Dal dragoons of the Indigo Brotherhood - Neriak's 
warriors loyal to the Teir Dal king, Naythox. Beyond the bridge, the road branches north- 
ward toward the rocky pass that dives downward into the subterranean city of Neriak. 
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A large river filled with deadly piranha runs through the center of Nektulos forest. 


Unfortunately, the only safe point of crossing is heavily guarded by the ferocious 
Teir Dal guardsmen. 


Many creatures call these woodlands home - those of natural origin and undead 
constructs of the Teir Dal alike. Black wolves, bears and young kodiaks are found in 
abundance here, striving for survival 
amongst the unseen taint of corrup- 
tion that lurks in the very shadows of 
the woods. Skeletal remains, cursed to 
forever wander the face of Norrath, 
roam the Nektulos Forest en masse – 
emblematic of the true darkness that 
exists just beneath the forest floor. 


Notable NPCs 


Deputy Leatherfoot 
Recently, the halflings of Rivervale 
have implemented a policy of active The Indigo Brotherhood, Neriak warriors loyal to the 





opposition to the vile Teir`Dal. Teir`Dal King Naythox, guards the forest paths. 
The Leatherfoot Raiders, a group of ' — " " 
halfling rogues, druids, and priests, have set up camp in various locations throughout 
the forest. Frequently, these Leatherfoot Raiders have been known to penetrate the city 
walls of Neriak — although rarely will they ever be heard from again. 


Deputy Leatherfoot is the conductor and founder of this daring outfit, and although 
he does not receive any troops from Rivervale, he does have the moral support and 
encouragement of the halfling political figure, Mayor Gubbins. A skilled rogue and 
master of stealth, Deputy Leatherfoot has made significant progress in his attempt to 
foil the Teir Dal and their dark plans for Norrath — although to what extent is unknown 
for like any rogue, he guards his secrets well. 
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A. To Neriak Foreign Quarter 
В. Neriak Underground 
C. To Neriak Third Gate 











D. The Spurned Guildhall 
E. The Indigo Brotherhood 


Bestiary 











Monster Level: Monster Examples: 
N/A None 
Dangers 


Neriak is a city full of danger for those not allied with the dark elves. On the other hand, 
those who are friendly to their cause can travel through here quite safely. 


Benefits 


Most of Neriak's taverns, shops and inns are located in the Common Quarter, including 
the most famous tavern in all of Norrath's dark societies – the Maiden's Fancy. Most any 
adventurer that has not earned the enmity of the Teir Dal can find a seemingly limitless 
bounty of supplies, armor, weaponry, and other goods in the Common Quarter district. 


Background 


The Common Quarter of the dark elf city of Neriak is home to the average citizen of the 
Teir Dal kingdom. Residing deeper in Norrath's dark Underfoot than the surface gate of 
the city's Foreign Quarter, Neriak Commons is even further devoid of light; in fact, there 
are no citizens here that would depend upon a light source to guide their vision. 


The layout of this city is rather intricate, featuring darkly beautiful Teir Dal architecture. 
All buildings are made of the dark gray stone this cavernous city was carved from. 
Rare deposits of marble and other finer stone materials found during the construction 
of this quarter of the city enabled the building of a few fine statues and fountains. 
Otherwise, the city seems relatively plain in comparison to the rich, lavish fineries of 
which the noble Teir Dal tend to indulge. 


Being the social epicenter of the Teir Dal society, the Common Quarter houses the vast 

majority of the city's guildhalls. The Indigo Brotherhood is the warriors guild of the dark 
elves - a guild that has pledged absolute loyalty and undying allegiance to the Teir Dal 
king, Naythox Thex, who is also the esteemed founder of the order. 


The Indigo Brotherhood provides the soldiers and security for the whole of Neriak as 
well as the outer forest of Nektulos. Many of Neriak's finest soldiers are trained by the 
Indigo Brotherhood, as are many infamous villains who plague battlefields across 
the whole of Norrath. 
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The second guildhall of the Teir Dal is that which houses The Spurned – the dark society 
of Teir Dal’s wizards, enchanters, and magicians. Located just beyond the walls of the 
Indigo Brotherhood, the hall of the Spurned has been responsible for a great many of ( 
Norrath's finest minds and most crafty arcane masters. 





Notable NPCs 


Seloxia Punox í 


A cunning dark elven warrior, Seloxia 
Punox has served as commanding 
general of the Indigo Brotherhood ( 
since its foundation by his majesty, 
King Naythox Thex. Appointed by 
Thex to her post, Seloxia has proven ( 
to be a priceless treasure to his 





majesty's prosperity and successful ( 

rule over his people. ( 

hose allied with the dark elves may use the Commons Some of Teir Dal politicians have ( 

: adventures ahead. | speculated on the depths of Seloxia's 

real relationship with his majesty. ( 

Although none would dare risk Naythox's wrath by giving voice to their suspicions, it ( 
is not an uncommon belief that his majesty's commanding general is more than a 

mere military ally. ( 

( 

( 

( 

( 

( 

( 








A. To the Nektulos Forest E C. Neriak Overlook 


B. To Neriak Commons D. Arena 
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_Neriak - Foreign Quarter — — 


Bestiary 





Monster Level: Monster Examples: 
N/A None 





Dangers 


Those who find themselves on the vast list of the Teir Dal's hated enemies will be killed 
on sight by the guardsmen of the Indigo Brotherhood. For that matter, any who enter 
the city of Neriak for whatever reason and are not of Teir Dal blood, or accepted by 
them, are often not heard from again. 


Benefits 


The allies of the Teir Dal, such as the ogres and trolls of the distant swamplands beyond 
the deserts of Ro, are welcome in the Foreign Quarter district. Travelers who can safely 
enter the gates of Neriak without fear of the Indigo Brotherhood's wrath will discover 
supplies to be plentiful among the shops of Neriak's foreign citizens. 


Background 


The Foreign Quarter is the first of the three gates of Neriak. Housing the foreign allies of 
the Teir Dal, such as the ogres, trolls and humans of Freeport, Neriak Foreign Quarter is 
the least guarded and occupied region of the Teir Dal city. Both Cristanos and Naythox 
hold sway in this district, although political influence and struggles do not take center 
stage here; the foreign inhabitants care only for the profit and freedom they are allowed 
to exercise within Neriak's walls. 


The architecture of the Foreign Quarter appears very much like that found in Freeport, 
with the exception of a few buildings and a single, unattended fountain which are 
obviously of quickly fashioned Teir Dal design. Ogres and trolls have also set up their 
own district in the furthest reaches of the quarter. This area can be identified by the 
pathetic signs and monotonous similarity of their shops. 


Ogres and trolls who have braved the treacherous journey through the deserts of Ro 
and East Commonlands will find many guildmasters in the Foreign Quarter, encouraging 
them to remain in the vicinity for a time. 
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The Foreign Quarter is perhaps the busiest of Neriak's three gates, for all young Teir Dal 
must pass through here to reach the forest of Nektulos. Conversely, all visitors, guests 
and returning residents must pass through the Foreign Quarter's slums to reach the 
more distinguished regions of the city. 


Notable NPCs 


Dran "Slug" Rembor 


The place to go in Neriak for a good 
time away from the dour Teir Dal and 
the rambunctious ogres and trolls is 

a large, plain wooden building called 
Slug'5s Inn. The gambling tables are 
downstairs, an eating area is on the 
second floor, and the main bar is on 
the third floor. The proprietor of this 
dubious establishment is Dran "Slug" 
Rembor, a human formerly of Qeynos. 
He fled to Neriak years ago after being 
accused of running slaves captured 
from ships on the Erudin to Qeynos 
route. This accusation was indeed true, 
and is easily verified by the Erudite 
females who are currently kept as slaves by Slug and forced to work the tables. 


Ogres, trolls, and others pass through the busy slums of 
the Foreign Quarter on their way in and out of Neriak. 
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Bestiary 











Monster Level: Monster Examples: 
s N/A None 
Dangers 


Any who are not of Teir Dal lineage – even those who have amply demonstrated their 
allegiance to the dark elves – are not welcome in the final gate of Neriak. Should any 
non-Teir Dal dare to venture into these sacred halls, they are advised to do so under a 
clever guise that make them appear to be Teir Dal. Those who do not have such abilities 
at their disposal are strongly urged to avoid this region of the city. 


Benefits 


The primary guilds of the Teir Dal as well as the not-so-prestigious rogues' guild reside 
in the nethermost depths of the Teir Dal nation. Priests of the Prince of Hate will find 
new spells and a seemingly endless source of supplies to fulfill their dark duties. 
They are also allowed access to the Spires of Innoruuk, the Teir Dal temple, where they 
may pay homage to their dark father. 


The necromancers and Shadowknights of The Dead also benefit from the utmost of 
attention paid to them by their mentors, not to mention having all the supplies they 
might need on hand as they grow stronger and seek to fulfill their purpose to the 
people of Neriak and their hateful prince. 


Background 


This section of Neriak is the domain of the Teir'Dal nobility. As such, there is very little 
commerce in this area. While access is not limited to those of noble blood, commoners 
are looked down upon by all of the residents. It is here that one may witness the true, 
horrific beauty of Teir Dal architecture and the magnificence of their arcane abilities, 
which are reflected in almost every detail of the subterranean quarter. 





The most noble and honored of the Teir Dal guilds resides behind the guarded walls of 
the third gate. The Lodge of The Dead is home to the most feared and respected castes 
in the Teir Dal nation – the Shadowknights and Necromancers of Innoruuk. These deadly 
. practitioners of the dark arts give their unwavering loyalty to Cristanos Thex, the former 
Duchess of The Dead, the current Queen of Neriak, and the highly respected wife of 
King Naythox Thex. 











A. To Neriak Commons C. The Lodge of the Dead 
B. The Temple of Innoruuk D. Neriak Library 


» 306 307% 





- Neriak - Third Gate | 
The second most revered and important of structures in the whole of Мепак are the | Nether b t an в 5 At ja 


Spires of Innoruuk - the sacred temple of the Prince of Hate which is governed by the 

Teir Dal priests. The priests typically remain out of political affairs, though out of respect ( 
for the royal name of “Thex,” they give the king their political loyalty. On the other hand, 
they will take action if and when politics interfere with the divine purpose and trials 
of the Teir Dal people beneath the ( 
banner of Innoruuk. 


The final guildhall in the third gate 

is that of the rogues. They are held in 
somewhat lower regard than the ( 
Indigo Brotherhood of warriors and 

The Spurned wizards. Their home is ( 
stationed in the deepest confines of í 
the city so that they may be closely 

watched by the more trusted houses ( 
of necromancers and priests. í 


Notable NPCs 


Dpen only to those of Teir`Dal lineage, the Third Gate = 
rea contains the dark elves’ most revered guildhalls. Master Xon Quexill 





When Cristanos Thex was married 
to his majesty King Naythox Thex and became Queen of the Teir Dal, she appointed her ( 
mentor and second-in-command, Xon Quexill, to preside over the Lodge of The Dead. 
A master necromancer and one of many royal advisors to her majesty, Xon Quexill now 
oversees all happenings at the Lodge of The Dead. ( 


Mostly quiet and reserved, unless enraged by а failing pupil or other disappointment, ( 
Xon Quexill is second to only her majesty in the practice of the dark art of necromancy. 

Many believe that his disdain for King Naythox has led him to begin conspiring with 

Cristanos behind closed doors. It is this perception – which would not be wise to voice ( 
in Xon Quexill's presence - that has made tensions even greater between political 

factions loyal to Naythox and the queen's power base within the Lodge of The Dead. | 














А. To the Nexus C. To Dawnshroud Peaks 


B. To Marus Seru 
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_ Netherbian Lair 


Bestiary 


Monster Level: Monster Examples: 


1 0-20 Netherbian 


Dangers 


The dank, subterranean Netherbian Lair is full of unknown dangers. 


Benefits 


Beyond providing the only means of passage between the city and the subterranean 
haven, the Netherbian Lair offers excellent opportunities for mid-seasoned adventurers 
to hone their skills and coordinate their collective efforts. 


Background 


These caves connect Shadow Haven to Sanctus Seru and Dawnshroud Peaks through 
winding passages that have a tendency to branch out into dead ends. It is patrolled 
and maintained by Inquisition forces, who keep the path fairly wide and free of ambush 
points. Signs of Inquisition engineers 
in the construction of Netherbian, 
can be found in the use of orna- 
ments, architecture, and banners 
similar to what is found in Sanctus 
Seru, though these passages are not 
as well-kept as the former. 


Before the arrival of the Luclin 
Combine Empires, a society of 
grotesque creatures called the 
Netherbian dwelled in these caves. 
Although their numbers have 
dwindled since the arrival of the 
Inquisition, many have somehow 
managed to survive. 


This Inquisitor patrolled passageway connects 
Shadow Haven to Sanctus Seru and Dawnshroud. 
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To the Bazaar E. Portal to Antonica 


To Shadow Haven F. Portal to Faydwer 
To the Netherbian Lair G. Portal to Odus and Velious 


. Portal to Kunark 
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E The Nexus ( 


Bestiary 


Miner of Мата 






Monster Level: Monster Examples: ( 
М/А Мопе í Level 7 
| © 
( 
Dangers 


The Nexus is safe for travelers of all kinds as long as the four keepers of this sacred 
portal are respected. ( 


Benefits 


One of the world’s most critical portals, The Nexus provides the necessary arcane 
energies that will transport one between Norrath and Luclin. To reach The Nexus from 
Norrath, just locate any of the large white spires dispersed throughout the land; these ( 
act as way stations to The Nexus. To travel to Norrath from Luclin, simply enter The Nexus 
and wait beneath the enormous spires until the magical energies recharge and fire. 


This dynamic energy between the spires of the Nexus and Norrath has made travel 
much easier and quicker, removing the need for spells, ships, and the like. ( 


Background 


The Nexus is a large circular chamber 
built beneath the surface of Luclin. 
The grand Combine design includes 
a dome ceiling of black rock and a 
floor of marble inlaid with gold, silver 
and onyx. In the chamber's center 
stands four great white spires that 
are identical to those found upon 
regions such as the Northern Plains 
of Karana or the Dreadlands. Four 
staircases lead down to the bottom 
floor, then branch out into distinct 
hallways leading to Shadow Haven, 
the free-trade bazaar of Luclin. 





The grand Combine portal makes travel between Luclin 
and Norrath an effortless and instantaneous event. 
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A. To the Frontier Mountains C. To the Mines of Nurga 12 
B. To the Temple of Droga 
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A. To the Mines of Nurga Li 





Bestiary 


Monster Level: Monster Examples: 


25-45 Goblins 





Dangers 


Like the Mines of Droga, travel through Nurga - the secondary mining complex of the 
Mountain Death Clan - is a one-way, linear progression. However, these mines are much 
more difficult to access, as one must first brave the perilous trek through the entirety 
of the Droga tunnels in order to gain entry to the lower levels of Nurga. 


The goblins that work here are even more dangerous than their brethren in the upper 
mining levels. The years of hard, intensive labor in the more treacherous Nurga mines 
have made them exceptionally strong and resilient. 


Benefits 


Stronger and more capable, the goblins of Mountain Death Clan's lower complex make 
formidable adversaries and offer a great chance to hone ones' skill in the blade or spell. 


Background 


Nurga is the lower mining system in the Frontier Mountains and, along with the upper 
complex of Droga, is controlled by the Mountain Death goblins. The two mining systems 
are connected by long, narrow tunnels, and each has separate exits to the above world. 
However, one can enter Мигда5 lower passages only through the upper levels of Droga, 
making it quite difficult to reach. 


Outside of goblin-made tunnels and natural caverns, Nurga consists of an outpost and 
mining camp called Outpost Nurga and Nurga Mining Camp respectively. 


The outpost amounts to not much more than a small, rotting wooden watchtower and 
fort. In addition, there is a large wooden gate that bars access to Nurga's main tunnel to 
the surface. The gate was erected during Rogkus' campaign to fortify the defenses of the 
Mountain Death Clan stronghold. 


The Nurga Mining Camp is but a couple of decrepit wooden buildings, surrounded by 
dirty hide tents. It can be found in the caverns behind the outpost. 
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- Miner of N urga | 
e 
c Oasis of Marr 
It is rumored that Rogkus' influence, being centered in Droga, is quite weak in Nurga. 


Many goblins in the lower levels feel themselves to be quasi-independent from the rest 
of the Mountain Death Clan, and do not uphold the ritualistic ceremonies and fealty to ( 
the clan chief that the goblins of Droga strive to maintain. 


Notable NPCs | 


Trunt ( 


A strange Ogre Monk by the name ( 
of Trunt has journeyed to the Mines 
of Nurga for an unknown purpose. 
Oddly enough, the goblins do not ( 
seem to mind the presence of the 

ogre within their mining complex. ( 
Many monks have braved the dan- ( 
gerous goblin-infested mines to seek 

the wisdom of Trunt or to challenge ( 
this mysterious ogre in battle. 


he deep goblin mines at Nurga can only be reached 
by first braving the upper passageways. 











A. To the Northern Desert of Ro D. Spectre Island 
B. Skiff to the Timorous Deep E. Gypsy Camp 


C. To the Southern Desert of Ro 
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- Oasis of Marr 


Bestiary 





Monster Level: Monster Examples: 
Sand Giants _ Caimans 

1 0-40 Ghouls Spectres 
Zombies Salt Water Crocodiles 
Mummies Dune Tarantulas 





Dangers 


The dreaded, fearsome, and incredibly dim-witted Sand Giants fiercely and jealously 
protect this region. Unbiased in their hatred for all of Norrath's races, these enormous 
buffoons of unfathomable strength pose a constant hazard to all travelers that come 
to the Oasis of Marr. 


Like the giants, the spectres who inhabit the abandoned, ruined tower in the center of 
the oasis are malevolent to all. They are not to be feared outside the tower, however, 
as they stay confined to their post, lying dormant until the unwary or overzealous 
adventurer incurs their wrath. 


Benefits 


Despite its plethora of dangers, the Oasis of Marr is a highly desirable destination for 
mid-seasoned adventurers. Suitable foes of all kinds can be found here, ranging from the 
undead to the crocodiles and caiman of the neighboring waters of the Timorous Deep. 
All sorts of visitors seek out the oasis, for it is a very diverse and bountiful territory. 
This makes finding companionship for the lone wanderer – if only for a few hours – 

a relatively simple matter. 


Background 


Within the merciless, dry grip of the Northern and Southern Deserts of Ro, the beautiful 
Oasis of Marr stands as the desert jewel of Antonica. With fresh, crystalline waters 
and tall, lush palms that decorate the shore, the oasis provides shelter to a variety of 
creatures, many of which are aggressive and territorial. 


Among the residents of the oasis are the Desert Orcs, who dwell upon the shoreline. 
They jealously guard the life-giving waters that enable their survival. Competition from 
the physically superior giants and the adventuring races of Norrath has made these orcs 
very hardy in comparison to their brethren found in the nearby Commonlands. 
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The native creatures of the oasis include the salt-water crocodiles, caiman and the 
enormous desert arachnids known as dune tarantulas. These creatures are essentially 
benign unless provoked. The undead of the oasis are more varied; they include ghouls, 
skeletons, mummies, and many others – all rumored to be remnants of the elven victims 
killed in a fiery maelstrom that consumed the ancient forest that once existed here. 


Notable NPCs 


Spectres 


Surrounded by the gleaming sapphire 
waters is a single island upon which 
stands a mysterious tower, forever 
guarded by ethereal, undead spectres. 
Countless legends have been borne 
of this tower - legends that speak of 
an era long since past, when elves 
had once roamed the lush wilderness 
of the forest of Elddar. Some claim 
this tower to be the last standing relic 
of the lost elven city of Takish'Hiz, 
which was consumed by the desert 
sands after the Elddar Forest was 
destroyed by the fiery wrath of Solusek Ro. 


This dazzling oasis contains orc encampments, a tower 
of mystery, and the fabled water creature, Lockjaw. 





There are scholars who dismiss this theory, claiming the tower to be of a much more 
recent origin. This particular school of historians speculate that the tower was perhaps 
built by a long-lost cult dedicated to the Prince of Hate or The Faceless. Somehow, they 
displeased their dark deity and were consumed by the planar guardians that continue 
to lurk within the tower to this day. 


Whatever the truth of this tower may be, and what secrets it may hold to unlocking the 
mystery of its origin, remain lost. The spectre guardians have proven more than capable 
in fulfilling their duty to ward away any would-be trespassers or archeologists, for any 
that have dared to scale the steep, rocky walls of the island have never been heard 
from again. 


Lockjaw 


For years, this behemoth crocodile was thought to be merely a myth. Although travelers 
would often return to the human city of Freeport with tales of a great, monstrous beast 
emerging from the waters of the oasis and destroying entire caravans with little effort, 
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- Oasis of Marr C 
‹ Ocean of Tears 


these reports were never believed until they grew too frequent and strident for the ( 
people of Freeport to ignore. 





A small band of armed mercenaries led by a wizard and a scholar, both of great repute 

among the Arcane Halls of Freeport, ventured into the oasis in search of the legendary ( 
monster - to either dispose of him or permanently dispel the myth. After three days of 
searching and finding nothing, the mercenaries were ready to give up. Suddenly, the 
wizard's arm was caught between two rows of enormous, jagged teeth. The beast pulled ( 
the wizard beneath the waters in a brief and irrefutable proof of his existence. 


Feeling outmatched in their current condition – sun-burned and horribly weary - the 
mercenaries fled back to Freeport to officially give their story to the great scholars 
of the Arcane Halls. The ensuing report of the scholars finally convinced the people ( 
of Freeport that the creature, duly named Lockjaw, was in fact an unfortunate reality. 

To this day, Lockjaw roams the desert sands of the oasis, searching for adventurers that 
will briefly sate his immense appetite. ( 














( A. To East Freeport Docks < C. Seafury Island 


B. To the Butcherblock D. The Oracle of K Arnon 


( Mountain Docks ~ 
E. The Sister's of Erollisi 
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_ Ocean of Tears 


Bestiary 








Monster Level: Monster Examples: 
Goblins 
1 0-5 0 Aviaks 
Cyclopes 
Sirens 
Dangers 


Aside from the risk of drowning at sea, the islands found in the Ocean of Tears tend to 
be inhabited by a creature or two usually hostile to uninvited guests. 


Benefits 


The remote location of the Ocean of Tears makes this an alternative and almost serene 
location for casual hunting with companions. Support services are scarce, though two of 
the region's islands possess inns and taverns where weary adventurers may sell their 
goods and purchase supplies without having to return to Butcherblock or Freeport. 


Background 


The Ocean of Tears is the second largest salt water sea in Norrath, rivaled only by the 
emerald waters of Timorous Deep. It lies between the continents of Antonica and Faydwer 
and can be crossed in either direction using the ports of Freeport and Butcherblock. 


Several islands have risen above the calm, royal blue waters over the passing eras. 
They are inhabited by an array of creatures both foreign and native to the area. 


When Zek's mortal armies were cast down from the plane of Karana, cursed battalions 
of goblin and giant soldiers were stranded upon one of these isles. In both appearance 
and mental ability, the giants were cursed even more than their goblin counterparts. 
Bearing but one enormous eye, the Seafury tribe of cyclopes patrols the isle, viciously 
attacking any adventurer that comes within sight. 


Not long after the goblins and giants arrived, so did the odd birdmen known as aviaks. 
The origins of these peaceful creatures are a well-guarded secret. The species found in 
the Ocean of Tears is very vibrant and beautiful in their plumage, unlike the dull black, 
ravenesque appearance of their cousins upon Antonica. These creatures live peacefully 
upon their island, surviving on what resources the land and ocean provide them. 
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More recent inhabitants of the ocean's isles are the Sisters of Erollisi – a small band of 
female elves and half-elves who voluntarily left their homeland of Kelethin to establish 
their own temple and culture without disturbing the ancient order of the Fier Dal. 
The Sisters of Erollisi are very kind and generous toward adventurers who are not 

of dark orientation. Supplies and goods can be bought and sold to the merchants that 
operate just beyond the docks of their isle. 


Notable NPCs 
The Oracle of K Arnon 


Shortly after the elven migration 

to Faydwer, a high elven child was 
born within the walls of the newly 
constructed city of Felwithe and pre- 
sented to the high priest of Tunare. 
The child was known to possess a 
special, supernatural gift – "а blessing 
from the Mother of All," as the priests 
would say. With his parents' blessing, 
the child was immediately taken into The Oracle of K'Arnon lives on one of the many islands 
the temple where he would be raised, of the great sea between Antonica and Faydwer. 
taught, and closely watched by the " "т — 
high priests. As he grew, the child began to show a remarkable affinity for all magics – 
both of faith and of the mind. In addition, he displayed the ability to foresee future 
possibilities and gleam into the distant past. 





When this remarkable child had reached maturity, he was offered the position of royal 
advisor to his majesty, King Tearis Thex. Known as the Oracle of K Arnon, for years he 
would serve the people of Felwithe and give his advice to the reigning king. Yet, this 
station in life would not be enough for the ambitious and eternally curious oracle. 


Without the blessing of the priesthood nor his majesty, the young oracle left the city 
of Felwithe and set out into the vast world, eagerly anticipating the eternal fountain of 
knowledge that awaited him. Today, the oracle resides in the Ocean of Tears with his 
loyal bodyguard, where his search for knowledge continues. 
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A. To Feerott 
B. Shaman Guild 
C. Beastlord Guild 





D. Shadowknight Guild 
E. Warrior Guild 
F. Bank 


Bestiary 











Monster Level: Monster Examples: 
N/A None 
Dangers 


Any who are not of ogre, Teir Dal, or troll descent, will be hunted down and brutally 
introduced to an ogre's maul. 


Benefits 


Proximity to the jungle of the Feerott makes this stone city a satisfactory base of training 
for young ogres. When in the jungle, Oggok's closeness makes it very simple for young 
ogres to return to their home city for further training and supplies. 





Teir Dal, trolls, and others aligned with the ogres also use Oggok as a stopping point 
before setting out for the jungle in search of the fabled, Lost Temple of Cazic-Thule. 


Background 


In general, Oggok is a place most non-ogres pray they never see. Ogres are brutal, but 
have a strong sense of tradition — and a twisted sense of honor. 


Located in the dense jungles of the Feerott region and tucked into a cavernous, rocky 
area, Oggok appears to be, at first glance, a rather ordinary group of small, rough caves. 
Once inside, however, a maze of tunnels and caverns opens up. 


The city of Oggok was built shortly before Murdunk's tragic fall in Lake Rathetear and 
the defeat of Zek's primal empire upon Norrath. The original founders of the city were 
not directly affected by the curse imposed upon Zek's mortal creations. However, the 
first-born children of these settlers immediately showed signs of the horrible curse. 
Generations passed, and the last of the "pure" ogres faded out of memory. 


The city's original structures were soundly engineered and covered with intricate tribal 
carvings that paid tribute to their great heroes and legends. Unfortunately, the new, 
cursed ogres, were incapable of the quality craftsmanship of their ancestors. As eras 
passed, the city of Oggok became transformed to resemble its new, brutish inhabitants. 
The grand archways, arenas, statues, stone-carved murals and pillars were replaced by 
stone slabs piled atop one another. Today, merely a few remnants of the Oggok of old 
can be seen by the keen-eyed visitor. 





| Osok | | 
0) 
The modern city of Oggok is still quite bustling, housing many taverns, inns, a bank, Q ) @ there 





( 
and three guild houses. The city of Мепак is Oggok' trade partner and is a source of (00 ——————————— MÀ 
prosperity despite the blatant economic advantage the Teir Dal take of these dim- ( 
witted behemoths. Such exploitation goes on without notice by the ogres, which is 
fortunate indeed for the comparably frail Teir Dal knights. С) 

The shrine known as Greenblood ( 
Rock is dedicated to the ogre's divine ( 
creator, Rallos Zek. Built in splendor 

by the original ogres of Oggok, the ( 
temple has since been reduced to a 

: - А ( 
simple rock on a raised dais, coated 
with blood. Still, the temple's purpose ( 


has remained unchanged. The ogres 
kill any ^weak" or unruly members 








of their tribe by tying them to the ( 
temple rock, then beating them to 
death with clubs. The temple is also ( | 
used in ceremonial, gladiatorial bat- ( | 
Due to the curse of Zek, this ogre city near the jungles tles, соттегаогачич mee anniversary | 
f Feerott has lost much of its original splendor. of Murdunks first triumph over the ( | 
à — a people of Norrath. ( 
| 
( 


Notable NPCs 


Clurg 


Clurg runs the tavern known as Death's Rain and is one of the most respected ogres in 
all of Oggok - second only to the high shaman of the Greenbloods. Clurg's family has ( 
run the tavern for generations, keeping it a place of calm by enforcing a no-fight policy. 
Remarkably, all ogres respect the rules of the tavern - it's how it's always been. 





Legend has it that Murdunk himself visited the tavern, but his mug of fine ogre brew 
was spilled when a fight broke out. Aside from tipping his drink, the fight cost the life of ( 
the proprietor's daughter who had been caught in the fray. Enraged, Murdunk dragged 











those responsible outside and pummeled them to death with his steel mug and fist. ( 
When finished, Murdunk decreed that no brawling was to occur in an establishment i 
that he frequented (mind you, this was before the curse of Zek). Ever since, the tradition 
has been upheld in Death's Rain, the only establishment in Oggok that Murdunk visited. ( SAMT E : ==, 
Needless to say, anyone who breaks the tradition and starts trouble will be taken to the | Ac pons to die Timorous Deep D. To the Frontier Mountains 
Rock and beaten to death for dishonoring Murdunk's wishes. ( B, To Chatasis, the Howling Stones E. To Warslik's Woods 

C. To the Skyfire Mountains F. Overthere Outpost Bank 
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_ Overthere 


Bestiary 











Monster Level: Monster Examples: 
Succulents 
1 5-60 Kunark Rhinos 
Sabertooth Tigers 
Cockatrices 
Sarnaks 
Dangers 


These flat, shore-side plains of Kunark house the combined Teir Dal and ogre outpost, 
giving the dark alliance a significant influence in the formerly forgotten continent. 
Governed by the Teir Dal militia, this outpost is a very dangerous place for anybody who 
has not earned the minimal respect of the dark elves and ogres. 


During the evening hours, Teir Dal dragoons - loyal to his majesty, King Naythox Thex 
of Neriak — set out from the outpost on their routine patrols of the surrounding plains. 
Because of this, adventurers who may be perceived as enemies, are advised to travel 
and hunt with extreme caution after the sun sets. 


Likewise, some of the plains' sturdier, predatory inhabitants can be indiscriminantly 
hostile to all adventurers. Most notable are the Sarnak, who have established a minor 
outpost on the plains. They frequently patrol the area in search of their enemies’ allies, 
namely the Teir Dal and ogres who established the portside outpost. 


Benefits 


А vast majority of the natural inhabitants of the Overthere plains are not hostile toward 
travelers unless provoked by blade or spell. Despite its many dangers, the Overthere is 
an ideal place for adventurers who desire a break from the more perilous endeavors of 
dungeon crawls. It is often teeming with other like-minded travelers of comparable 
power who will usually lend their blade or spell to a common cause. 


Background 


The Overthere plains is vast expanse of flat land situated on the eastern shores of 
Kunark along the deep waters of Timorous Deep, and within range of the high peaks of 
the Frontier Mountains and the dark forest of Warslik's Woods. Surprisingly, the region is 
near-devoid of all floral life. A few tall eucalyptus and birch trees can be found sparsely 
scattered amidst a light carpet of dry grass and knee-high weeds, but otherwise, all that 
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can be found here is hard, flat earth and massive boulders dislodged from the formation 
of the gorge some millennia ago. 


Creatures of all sorts have made the Overthere territory their homeland over the years 
The cockatrice, a strange collage of reptilian and fowl, is perhaps one of the most | 
notable of the plains' residents. The Kunark rhinoceros has also thrived here, as the 
open land has proved to be a comfortable habitat for the enormous herbivore. 


The Teir Dal and ogres have favored 
the plains for their prime location. 
A seaside outpost formed by the 
dark alliance of these two societies, 
accommodates the Bloated Belly, a 
large ogre vessel used for the 
transportation of adventurers 

to and from the continent of Kunark. 
The outpost also supports several 
merchants and a banker ready to 
assist those loyal to the cause of the 
dark alliance. 


The plains of the Overthere are dominated by a dark 
alliance of the Teir`Dal elves and the ogres. 


Notable NPCs 


Captain Rottgrime 





The dark alliance outpost in the Overthere plains is known to have a loose treaty with 
the lich lord, Venril Sathir. Beside the Teir`Dal militia, whose objective is to secure the 
outpost from would-be competitors and righteous heroes, Venril Sathir has dispatched 
some of his undead army from his stronghold in Karnor's Castle to the outpost front 
Captain Rottgrime, a powerful Iksar skeleton and former member of the Imperial Militia 
of the Empire of Old, oversees Venril's lent forces. 


Captain Rottgrime's duties extend beyond the protection of the outpost. He has been 
charged with overseeing the execution of the Sarnak opposition that has staked a small 
stronghold in the southeastern corner of the plains. Adventurers who wish to further 
their worth among the dark alliance of Kunark are advised to speak with the captain 
and perhaps offer assistance in his campaign against the Sarnak. 


Paineel 


Level 1 
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To the Toxxulia Forest 
To Paineel L2 
To The Hole 


. Darkglow Palace 





The Tabernacle of Terror 
Paineel Bank 

The Abbatoir 

The Fell Blade 
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Level 2 








A. To Paineel Lr 
B. To The Hole 








C. To the Warrens 
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` Paineel 


Bestiary 








Monster Examples: 
Decaying Skeletons 


1 -60 Fire Beetles 
Bats 
Rats 
Snakes 


Monster Level: 





Dangers 


The young Erudite pupils of Paineel should choose their targets carefully beyond the 
city gates. The decaying skeletons and fire beetles that wander the grassy slopes are 
generally not hostile but they are quick to come to the aid of their kin when necessary. 


Those who have not earned the appropriate welcome from the residents of Paineel 
are advised to take extreme caution when traveling through the outer walls of the city. 
The inner city is even more perilous for unwelcome visitors as they will quickly find 
themselves at the mercy of the Knights of the Fell Blade. 


Benefits 


The city of Paineel offers a sloping, grassy yard where pupils may hone the first of their 
fledgling skills. Two undead guardsmen stand watch at the outer gates, insuring that 
those in duress can flee back to the city without their would-be killers following them. 


Those who graduate from the slopes and ready for a stiffer challenge may enter the 
caverns of the Warrens which lay wedged into the rocky cliffs that encase the yard. 


Background 


Paineel is the city of the Cazicites, the powerful necromancers who once lived among 
the High Men of Erudin but were outcast due to their unfailing interest in the dark arts. 
Referred to as “Heretics” by the Erudites, the Cazicites relocated to one of the most 
powerful and naturally magical areas in all of Norrath. 


Burrowed deep into the sides of The Hole, the dark city of Paineel is seldom visited 
by outsiders. Most die on the journey down before ever seeing the black spires of stone 
that mark the entrance to the city. Strangers are never welcome unless they have some- 
thing desirable to offer. Regardless of the nature of the visit, a sacrifice of blood is 
required to gain entry. 
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Acceptable guests who manage to survive the treacherous descent of the Hidden Lift 
will first encounter the Grand Staircase, the site of Paineel's thriving bazaar. Goods and 
services not found elsewhere in the city can be found here. The columns and pool at the 
foot of the Grand Staircase honor the memory of the hero Dartain; many of the notables 
of Paineel can be found here contemplating the Dark Truth. 


The Fell Blade is the name of both the Paineel militia and the Shadowknights who 
follow the doctrine of Cazic-Thule. 

The leader of the Fell Blade, Mandaril 
Dark Knife, can usually be found in the 
main hall of the Fell Blade. If not, he 
will be at the Tabernacle of Terror 
conferring with the leadership of 

the Harbingers of Fear. 


The shop of the great smith, Faratain, 
can be found in the militia house. 
Faratain and his brother Darton are 
direct descendants of Dartain. Darton 
is a necromancer and member of the 
Seekers of the Dark Truth. He uses his 
art to imbue power in the weapons 
created by his brother. 


Strangers to the city of necromancers must survive a 
harrowing journey and pay a blood sacrifice to enter. 





Screams and shrieks are the only greeting that most people will receive as they enter 
the grounds of the Abattoir, the home of the Seekers of the Dark Truth. The loud noises 
are an unavoidable by-product of the research conducted therein. The Seekers are a guild 
of necromancers who dedicate themselves to the pursuit of what lies behind the veil 

of death, that Dark Truth which they have glimpsed, but do not yet fully comprehend. 
While all citizens of Paineel describe themselves as Seekers of the Dark Truth, only official 
members are fully vested with the secret knowledge of the guild. 


Notable NPCs 


Coriante Verisue and Darton 


The leader of the Seekers is known as the Speaker of the Dark Truth. Coriante Verisue 
is the first woman to assume the mantle of the speaker. Coriante can often be found 
in the Hall of the Speaker sharing her insights into the Dark Truth with young initiates. 
If not in the hall, she might be in the ritual chamber delving deep beyond the veil. 


Darton, descendent of Dartain, is Coriante’s main rival and chief researcher of the guild. 
So far, Coriante has deflected all of Darton’s plots, but he is nothing if not persistent. 
Darton is usually found in the laboratory or ritual chamber. 
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Paludal Caverns 
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A. To Shadow Haven 


B. To Hollowshade Moor 








C. To Shadeweaver's Thicket 


Bestiary 





Monster Level: Monster Examples: 
1 5-25 Ravenous Owlbears 
Sediment Delvers 


Phlarg Fiends 








Dangers 


Multitudes of fungus thrive in the dark and damp Paludal Caverns. Among the harmless 
fungi are others that can emit clouds of toxic spores. Some species even lay claim to a 
degree of intelligence. There are also large beetles that feast on the fungus as well as 
a tribe of Shik Nar. 


Benefits 


The Paludal Caverns is a desirable location for young adventurers, both native and 
foreign to Luclin. Here, they may develop their skills while adapting to the strange 
creatures and diverse environment to be found on Norraths satellite. 


Background 


The Paludal Caverns is a vast cavern complex that exists beneath Hollowshade Moor 
and Shadeweaver's Thicket. The upper areas of the caverns are damp and the tunnels 
and cavern floors are flooded by shallow water draining in from the moor above. 


A variety of subterranean mosses, slimes, and fungi thrive in the tunnels and chambers. 
Nurtured by the nutrient rich moisture, eerie phosphorescent moss and glowworms 
provide the only light in the cavern system. 


Lake Recondite is a murky body of water found in the depths of the Paludal Caverns. 
The high ceiling of the cavern that houses the lake is covered in shadow. A passageway 
from an upper area of the caverns opens onto a small outcropping half way up one 
of the cavern walls. А narrow ledge leads down from the outcropping to the shores 

of the lake, leading to a passage that goes deeper into Luclin to eventually emerge in 
Shadow Haven. 


Shik Nar that have been cast out of their homes in the Fungus Grove - the center of 
their civilization — have taken refuge in the Paludal Caverns where they have found 
vegetation similar to that of their native environment. On rare occasion, small bands 
of shades can be found making their way through the Paludal Caverns. What their 
intentions are, if any, remain unknown. 
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- SPaludal Caverns 


Notable NPCs 


The Reishicyben 


The Reishicyben is an Ancient Sensate Reishi fungusman living in the Paludal Caverns. 
The Shik Nar of the Paludal Caverns guard The Reishicyben for reasons undisclosed, 
though some claim that the Shik Nar 
worship the creature. Vah Shir bards 
have also told of the Reishicyben's 
wisdom, claiming that the gaze of 
The Reishicyben sees through flesh 
and bone into the very soul of the 
person that stands before him. 


Lam 


Be alert for toxic spores emitted by the semi-intelligent 
ungi of this water-logged cavern system. 
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А. То the Everfrost Peaks 


B. Vox's Lair 
C. The Goblin King 





D. The Goblin Preacher 
E. The Goblin Archeologist 
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Permafrost CH thee 5 Lr 


Bestiary 


Monster Level: Monster Examples: 


1 5-55 Ice Giants 
Ice Goblins 
Tentacle Terrors 
Giant Polar Bears 


Dangers 


From its entrance to the depths of the dungeon, Permafrost is fraught with danger. 
All creatures that inhabit this icy structure work in collaboration and are extremely 
coordinated in their efforts to defend their mistress’ keep from unwelcome intruders. 
Adventurers are advised to travel in groups, for the inevitable dangers may be too 
much for a lone traveler to endure. 


A variety of traps have been set up to further deter intruders. Some of the most deadly 
are the pit traps, which will plummet the unsuspecting explorer to an icy grave. 


Benefits 


Ancient knowledge and treasure are rumored to exist within the depths of the keep. 
The ice dragon, Lady Vox, who resides in the furthest reaches of the fortress surrounded 
by Ice Giant servants, is thought to have a boundless hoard of ancient relics and treasure. 
While many have ventured to their icy deaths, some adventurers have emerged from 
the frozen stronghold with pockets full of gold and satchels filled with arcane relics. 


Background 


Most of the Ice Giants who built this castle have long since departed Antonica for the 
icy shores of Velious. The departure of the giants have left the door open for all manner 
of arctic creatures that have sought shelter within the keep's cold stone walls, including 
the legendary Lady Vox, the great white dragon. 


The architecture of the keep reflects the size of its builders. Doorways are massive while 
the ceilings stretch hundreds of feet upwards. Ice Giant culture is carefully depicted in 
the remaining runes and murals carved into the walls. The keep lies now in a state of 
general disrepair and its lower levels consist of little more than natural caverns and 
rough hewn passageways. 








The outside of the keep, located in the frozen wilderness of Everfrost Peaks, is made of 
huge blue and gray stone blocks, covered by patches of ice and snow. Snow is piled up 
high on the roof and against the walls. 


The keep is located in an area surrounded by deep glacial crevasses that have steep, 
vertical walls made of ice and hard-packed snow. Blowing fog and snow often create 
low-visibility conditions. The whole landscape is white, frozen, and rough. 


It is best to keep to the trails, as it is 
easy to get lost in the harsh whiteout 
conditions. Many of the various glacial 
crevasses are too deep and wide to 
cross, although some have natural or 
engineered bridges that span over 
them. A few have small trails that 
follow dangerously skinny ledges to 
the bottom. The floors of the crevasses 
lead to a hidden entrance to a secret 
tunnel system, carved through snow 
and ice below the keep. 


Inside the compound, snow and ice 
blanket the ground, forming many 
small, sharp bumps and dips, as well 
as some small hills. 





Notable NPCs 


Lady Vox 


A former member of the Ring of Scale, the legendary Lady Vox was outcast at the same 
time and, some say, for the same mysterious reasons that prompted Lord Nagafen's exile 
to the fiery wastelands of Lavastorm. 


Lady Vox came to the frozen north centuries ago - before the northmen established 
Halas and before tribal warfare erupted between the orcs and barbarians. The great 
white dragon found shelter within an ancient citadel hidden beneath a mountain of 
compacted ice and snow where she rules over the native creatures in peace and solitude. 


Today, the great Lady Vox is regarded as a villain of legend. Countless adventurers, 
heroes, and anti-heroes alike have sought to engage and defeat the great white dragon 
of the frozen north – all to no avail. Their tortured remnants, eternally encased in blocks 
of magical ice, can be found in the Lady's chamber, deep within Permafrost Keep. 
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A. The Temple of Fear 








B. From the Feerott 


Bestiary 


Monster Level: Monster Examples: 
Amygdalan Knights _ Gorgons 


50-65 Samhains Fright Fingers 


Boogymen Fetid Fiends 
Scarelings Shiverbacks 
Glare Lords 





Dangers 


As with most divine dwelling places, the Plane of Fear, home to The Faceless, is a place 
of extreme danger and terror to the mortal adventurer. Those who dare to cross the 
barrier between the primal world and the realms of the gods will find themselves 
subject to challenges and horrors beyond the imaginations of even the vilest and 
twisted of Norrath's villains. 


Any adventurer who treks alone into this realm of fear will find their time to be short, 
for the denizens of this astral, fiery swamp are hostile to any that enters their divine 
master's realm. In the Plane of Fear, adventurers must be prepared to fight the battle of 
battles as they confront one of the most feared and influential deities in Norrath's history. 
Those who persist in illusions of grandeur are advised to come with a veritable army of 
powerful adventurers who are equally prepared and equipped to engage one of the 
most deadly powers in the whole of The Nameless' cosmos. 


Benefits 


The divine energies that forge this astral realm have engendered many powerful and 
rare arcane relics. Those adventurers who have survived the intensive, long battles in 
the Plane of Fear have returned to their primal home with treasures unlike anything 
seen upon the whole of Norrath. 


Background 


As mortals cross the astral barrier, the Plane of Fear manifests in physical form, assaulting 
all of the senses at once. The manifestation does not reveal the plane's true nature, but 

is a mask that conforms to the various preconceptions of The Faceless' mortal followers. 
The real appearance of the plane remains an eternal mystery. In fact, many scholars and 
devout of the Faceless claim that the realm of the Lord of Fear is far too intense for any 
mortal mind to absorb and comprehend, thus making concealment from mortal eyes a 

vital necessity. 


What appears to the minds of those daring, brave, and likely foolish enough to willingly 
breach the barrier between the mortal and astral realms is an enormous jungle and 
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swampland of fire and death, marked by graveyards, dark gothic mansions and castles 

with terrifying dungeons and caverns. The sky lurking above the horrific jungle is a 

constant haze of crimson that will often rain the very blood of the unfortunates who ( 
have fallen victim to The Faceless and his minions - either through sacrifice upon the 

prime or death within his realm. | 


The plane is inhabited by grotesque, 


fearsome creatures of great variety. ( 
Each creature is loyal solely to their ( 
creator, The Faceless, and serves only 

his divine will and might. Without ( 


hesitation, these frightful denizens 
of fear often attack in blood-thirsty 
hordes, mercilessly tearing their ( 
victim's forms to unrecognizable 

piles of flesh, bone, and blood upon 
which they feast. ( 


Horrible enough, the manifestation of Cazic-Thule’s Notable NPCs 


| reali terri bear. ; 
fie d pl ue a reality too terrible to bea Cazic-Thule, The Faceless 





The Plane of Fear is the domain of 
the ruthless Cazic-Thule, The Faceless. The unfortunate mortals who lay eyes upon the \ 
Lord of Fear himself see a gruesomely malformed creature bearing four arms and a ( 
twisted, near unrecognizable visage. Cazic-Thule is in constant telepathic communication 
with his planar villains that lurk in every corner of his astral lair. ( 


Cazic-Thule is allied with Rallos Zek and Innoruuk. He is enemies with Mithaniel Marr, ( 
and Erollisi Marr. It goes without saying that his enemies, both mortal and divine, are also ( 
the enemies of his followers. Cazic-Thule inspires fear in his followers; in turn they believe 

that only by causing terror in others will they be spared his vengeful wrath. They strive f 
to beat down and suppress all hope; fear rules their lives and through fear they rule 
the lives of others. Pain, misery, violence, torture, and living sacrifice — these are the tools 
of a Cazicite. ( 





Many lizardmen tribes are devout followers of Cazic-Thule, but his number of humanoid ( 
followers grows daily – a cold shadow slowly engulfing the bright spots of Norrath in a 
nightmare of horror and pain. 
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_ Plane of Growth 


Bestiary 





Monster Level: Monster Examples: 

5 0-65 Rolling Plains Steeds Phase Pumas 
Gale Wolves Water Nymphs 
Sylvan Protectors Thiflings 


Tranquil Treants 





Dangers 


This peaceful, beautiful realm and its array of mighty heroes will present great dangers 
to unwelcome intruders of the darker folds of the delicate balance. 


Any adventurer who is not in the good grace of Tunare – namely any who has not 
dedicated their existence to the worship and preservation of all that Tunare holds 
sacred upon Norrath – would be mad or worse to enter the Plane of Growth without 
the aid of a grand army of powerful companions. 


Benefits 


Those that have dedicated every fiber of their being and existence to upholding that 
which Tunare reveres as sacred and pure are freely welcome in the Plane of Growth. 

It is said that those who have earned the highest respect and place among Tunare's 
children will be graced with an audience by the Mother of All herself, although what 
comes of such a meeting is between the mortal recipient and the divine matron alone. 


Background 


The Plane of Growth, from which life itself flows into the world of Norrath, is the domain 
of Tunare. Gentle plains, broad swathes of thick forest, slowly flowing streams, and strong 
tall mountains form the realm of the Mother of All. As with other deities, Tunare is ancient 
beyond reckoning, though her manifestation is young and vital. She keeps a close eye 
on all of her creations, from the smallest leaf to the tallest oak, her omniscience being 
equally present in both her astral domain and upon the primal world of Norrath. 


Any mortals powerful enough to enter the Plane of Growth will soon find themselves 
standing on the rolling plains. The plains comprise nearly one quarter of the landscape. 
Across the plains, horses and wolves roam freely and without fear, simply reveling in 
endless exercise and gaiety. Although as vicious looking as their Norrathian counter- 
parts, the wolf will not hunt any of the other creatures in the plane, respecting the 











peace of Tunare's dominion. Occasionally, one might see a large and ancient silver wolf 
among the pack. Also, a unicorn may be observed running with the herds of horses. 


Splitting the plane in half is a stream – the Stream of Silence. The stream begins its life 
in the great Takish mountains, cascading from the heart of the range. It turns into a 
waterfall at the Lake of The Whispering, then slowly meanders its way towards the edge 
of the plane, where its regenerative waters flow outward into the primal, material world. 
Tunare must constantly let loose the 
smallest portion of her soul, allowing 
it to join the Stream of Rebirth that 
flows into the material world, refresh- 
ing and renewing the soul of Norrath. 


Near the Lake of the Whispering is 

the entrance to the elven holy city of 
Takish Наг, of which the mortal city of 
the same name is a pale imitation. 
Elves will pass into the city when their 
time is finished, to learn of things past, 
present, and future. At its gates stands 
a guardian of unsurpassed might. 
Mortal elves who approach the gates 
will be barred; those who are insistent 
shall have their souls wrenched from 
their bodies and sent into exile for their transgression against Tunare's will. 


Tunare watches over all her creations, from the elves of 
Norrath to the unicorn on her beautiful home plane. 





On the other side of the stream is the forest, thick and dark. Trees of all shapes and sizes 
exist in the Plane of Growth, and creatures of all types watch over the trees – from 
mighty Treants, to the distant cousins of elves, the nymphs. Most abundant among the 
trees are the powerful Entolings. These creatures were created by Tunare before the 
elves and are extremely deadly in performing their task of protecting the plane from all 
outside beings who do not enjoy Tunare's blessing. 


Notable NPCs 
Tunare, The Mother of All 


The Plane of Growth is ruled by Tunare, the Mother of All. Tunare appears as an attractive, 
humanoid female wearing flowing robes and a crown of vines and leaves. As part of an 
agreement with Brell Serilis and Prexus and partly in response to the arrogance of 
Veeshan in claiming Norrath for her own, Tunare created the high elves and the wood 
elves of Norrath. Tunare is very protective of the elf races as she considers them to be 
one of her finest achievements. 
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_ Plane of Hate 


Bestiary 


Monster Level: Monster Examples: 


5 0-65 Revultant Rats Abhorrents 
Forsaken Revenants Кігаікиеі 
Scorn Banshees Spite Golems 


Dangers 


Woe to any traveler who dares enter the Plane of Hate, the astral home to the divine 
father of spite and malevolence, Innoruuk. Many Teir Dal have come to the Plane of Hate 
in hopes of paying homage to their divine father and perhaps glean some knowledge 
from him in exchange for their undying devotion, only to find themselves slaughtered 
at the hands of his merciless minions. The Prince of Hate and his followers hold an 
unrivaled hatred for all things.in the cosmos and will show neither mercy nor interest 
in any creature regardless of their intent. 


Travelers to the Plane of Hate who dare to cross the barrier separating the divine realms 
from the material are urged to bring with them an army of iron-willed companions of 
great power and strength. 


Benefits 


Like all of the astral planes that exist within and beyond the cosmos of existence, the 
Plane of Hate is a maelstrom of divine energy and consciousness tied to the entity that 
has forged it — in this case the Prince of Hate, Innoruuk. As mortal energies penetrate 
the barrier separating the divine, these realms manifest themselves in a way that can be 
comprehended and absorbed by the mortal senses. On the other hand, when the divine 
energies enter the primal world, they become infused with a symbolic, arcane nature 
that is prized by all adventurers. 


Many relics forged of divine energies have emerged successfully from the manifested 
Plane of Hate, and it is these rare, unique treasures that have spurred so many heroes 
and anti-heroes alike into the nethermost reaches of the plane. 


Background 


The realm that has become the common manifestation of the divine energies, presence, 
and consciousness of Innoruuk is a twisted, dark urban setting encased in towering 
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black walls of sharp, ghastly architecture. There is no open space here, only dark alleys 
and abandoned buildings. There are also no safe havens on this plane for anyone – 
inhabitants and unfortunate “guests” alike. 


Spiral ramps chaotically reach out from the stone-carved ground, leading up to the 
topmost levels of a sprawling, enclosed citadel of malevolence and unbiased scorn. 
A ghastly forest of grand pillars made 
of black wood and stone spiral down 
from the ceiling and pierce through 
the ground. The overall effect is one of 
confusion and suffocation, making the 
plane a very disconcerting place for 
even for the bearer of the most evil 
and malignant of hearts. 


This plane is inhabited by the most 
insidious creatures imaginable, includ- 
ing some very powerful undead who 
are partial to the energies that emerge 
from Innoruuk's presence within the 
cosmos. Most of these creatures are 
mirrored in their appearance to other 
beings upon the prime that many 
might identity, yet their true forms are 
likely beyond anything imagined by even the most wretched of necromancers. 


commands his ruthless minions 
from an ominous tower in the ghastly citadel. 





Notable NPCs 


Innoruuk 


The Plane of Hate is ruled by Innoruuk, the Prince of Hate. Innoruuk is tall, twisted and 
troll-like in appearance to those mortal eyes that are so unfortunate to fall upon him. 
Innoruuk is the father of the dark elves and the trolls, who revere him as their sacred, 
divine creator. Their existence upon the primal world serves to fuel his power by seeding 
hate for all. 


The manifestation of a small fraction of the deity's consciousness and divine being 
resides in the Plane of Hate, inside an ominous dark tower. 


349 <= 


» 350 


A. Entrance 


B. To Castle 


РЦ = = РЕН = 





A 
B 
С 
D. 


. Black and White Room E. Puppet Theater 


. To Castle Entrance F. Room of Doors 


. Chest Room G. Throne Room 


. Upside Down Wing 


3516 








А. Scaling Size Wing 


B. Flower Garden 





C. Chess Board 








Bestiary 


Monster Level: Monster Examples: 


Stallions Bixies 
50-65 Rabbits 


Fungusmen 
Scarecrows Treasure Chests 





Dangers 


As its name portends, potential pitfalls in the Plane of Mischief have a quirky and 
amusing quality. But don't be fooled by the "fun" - the dangers her are quite real. 
Many traps may be stumbled upon by the unwary and unsuspecting traveler – traps 
that may lead to their deaths. 


Most of the creatures that inhabit Bristlebane's realm are quite tame in comparison to 
the denizens of the other gods' homelands. However, if one provokes a resident of this 
realm, they will find themselves encased in a frenzy of chaos and expelled from the 
plane in a rather unfortunate way. 


Benefits 


The Plane of Mischief offers a unique, entertaining experience that is unlike anything yet 
discovered upon the prime or astral planes of Norrath's universe. Those seeking a change 
from the everyday conflict and battles of succession and individual advancement will 
find the Plane of Mischief to be a breath of fresh air. Such an experience is open to all – 
no race, religious persuasion, or profession is excluded. 


Background 


The Plane of Mischief is the domain of Fizzlethorpe Bristlebane and his minions. 


Long ago, an ancient wizard seeking to draw powers from the planes created a magical 
artifact that would grant him entrance to the plane. The artifact is a dollhouse miniature 
replica of Castle Mischief, Bristlebane's home. Of course, it was the king of thieves him- 
self who planted this idea in the wizard's dreams, thinking what great fun it would be 
for mortals to "play" in his plane. It is reputed that upon completion of the artifact, the 
wizard ventured to the Plane of Mischief where he subsequently went mad and threw 
himself from the tower. His colleagues, thinking the dollhouse to surely be cursed, gave it 
to a dragon for safekeeping. To this day the dollhouse exists as part of a dragon's hoard 
somewhere in Velious. 


The Castle Mischief is at once a construction of genius and insanity. A giant funhouse of 
sorts, everything within the castle, from the rooms to its inhabitants, is designed to trick, 
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_ Plane of Mischief 





fool, and frustrate the visitor. What seems up is naturally down; the creature appearing 
to be harmless is ferocious; a giant, evil-looking brute may be as timid as a mouse. 
There are not many doors in the castle, or at least ones that work. Instead, cleverly hidden 
teleports enable travel from room to room. After all, to Bristlebane at least, a door is just 
a decoration while a portal...well that could be anything! The god himself can be found 


beyond the Forest of Dreams lies the Castle Mischief, 
bristlebane’s funhouse home of genius and insanity. 





Notable NPCs 


Fizzlethorpe Bristlebane 


wandering the rooms of the castle 
posing riddles and playing pranks, 
but those who encounter him must 
beware, because a joke to Bristlebane 
might mean death to the mortal. 


The Forest of Dreams surrounds 
Castle Mischief and makes up the 
rest of this warped plane. The trees 
are demented and twisted, often 
appearing in bright and gaudy 
colors. Striped lions and pink 
elephants roam the forest. As 
Bristlebane considers himself a 
sportsman of sorts, many more 
dangerous creatures have been 
placed in the forest for hunting. 


Possessing no real enemies, Bristlebane is allied with Brell Serilis and Erollisi Marr. 
Followers of Bristlebane, the King of Thieves, believe in having fun, at the expense 

of nearly all else. Bards, rogues, jesters, gamblers and gypsies are all typical followers. 
They are almost always very charming, clever, and witty – traits which all Bristlebane 
followers value. Mischief in all its forms is encouraged. Practical jokes are performed as 
if they are the most sacred of rituals. Very few of Bristlebane's followers are outright 
wicked in intent, but it is best to keep at least one eye on your purse if they are about. 


And never let one deal you a hand of King's Court. 
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A. Faerie Island 
B. Efreeti Island 
C. Azzarack Island 


D. Gorgolosk Island 


E. Pegasus Island 


mom 


Spiroc Island 
Bazzatt Island 
Drake Island 


Eye of Veeshan Island 
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Plane of Sky 


Bestiary 





Monster Level: Monster Examples: 
Thunder Spirits 
50-65 Djinn 
Efreeti Lords 
Shimmering Meteors 
Essence Weavers 





Dangers 


The Plane of Sky is a very dangerous place for mortals to tread. The terrain is extremely 
chaotic and unlike anything that can be experienced upon the prime. The enormous 
gaps between the floating isles of earth and the sudden, sheer drops that reach beyond 
the edges of the isles are quite treacherous for the large parties required for success. 
Many adventurers have fallen to their deaths from one misplaced step. 


Benefits 


Unique in form and content, the Plane of Sky is an ideal place for those seeking a 
break from the never-ending pattern of Norrath’s conflicts. Adventurers may obtain 
many rare, unique treasures by completing tasks at the behest of lords who reside 
within the plane's library. The library can be found on one of the floating isles. 


Background 


The Plane of Sky is the realm of Veeshan, the Wyrm Queen and creator of all dragons. 
It is a vast, open space of air, clouds, and the cosmos. From here, the sky is in a constant 
state of twilight and dusk, never fully reaching night nor day. The planets and the 
satellites that compose the Ro system can be observed from the Plane of Sky; their 
constant movement defines the entire, three-dimensional expanse of this realm. 


The Plane of Sky manifests itself to mortals as a chain of enormous, floating isles of 
earth and sparse architecture. These suspended, uprooted platforms are what enable 
the physical presence of mortals on the plane. 


The structures that lie atop the suspended islands are few in number. They are large 
and beautiful buildings made of unearthly materials that seem to glisten in the eternal 
crimson light of the unwavering dawn sky. There are also large steel chains dangling 
from the roots of the floating platforms of earth – their purpose appearing to be only 
cosmetic, though they hint of a meaningful origin. 
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Many planar beings inhabit the Plane of Sky – all minions created by the conscious will 
of Veeshan herself. These beings serve her and her interests within the plane. The great 
Wyrm Queen herself will not be found in the plane, however, for her divinity and might 
is rumored to be far too great for any mortal to witness and comprehend. It is rumored 
that Veeshan lies in indefinite slumber, her consciousness and essence residing safely in 
the realm of dreams governed by the benevolent deity, Morell-Thule. 


Notable NPCs 


Veeshan, The Wyrm Queen 


Although Veeshan herself is not pres- 
ent in the plane, her essence gave rise 
to the realm's existence - and some 
say, the existence of all life upon 
Norrath, for if she had not scarred 

the once barren gray planet, would 
the other gods have paid any attention 
to the world and thus have created 
the races that inhabit it? 


Veeshan is known as the Mother of All One wrong step can plunge a visitor from the perilous 
Wyrms; this refers to all of dragonkind floating isles that make up Veeshan's sky realm. 
inclusive of the drakes and wyverns. ! , 

When the universe was young, Veeshan traveled throughout the cosmos depositing 

her children on worlds she deemed worthy. She would then strike the planet with her 
massive claws so that the other deities would know she had laid claim to that world. 

The continent of Velious on Norrath bears her mark, known as the Scars of Veeshan. 
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A. Temple of Bertoxxulous 


B. Entrance to North Qeynos 











C. Entrance to South Qeynos 


Bestiary 





Monster Level: Monster Examples: 


1 -60 Rats Smugglers 
Sharks — Alligators 


Fish Gelatinous Cubes 








Dangers 


Predatory sharks from the nearby waters of Erud's Crossing and the surrounding seas 
have found their way into the aqueduct system where they prey upon the unfortunate 
travelers that fall into the murky sea water maze. 


The sewers are also dangerous for those who have not been inducted into the secret 
cult of The Plaguebringer. The cult lurks in the nethermost depths of the aqueducts, 
operating beyond the sight of Oeynos' goodly political institutions and civil laws. 
Many young citizens of Qeynos who have stumbled into the aqueduct system have 
never been heard from again, assumed dead or worse at the hands of the ghastly 
shadow that seeks to infect the city at its core. 


Benefits 


The sewers provide an interesting environment for young adventurers just starting out. 
However, they are advised to travel in groups, lest they quickly become lost and perhaps 
subject to the merciless blades of the shadowknights that lurk in the depths. 


The small Plaguebringer cult resides in the sewers and all young neonates to the cult will 
embark on the first steps of their unholy mission in the murky catacombs. Initiates can 
purchase the supplies and provisions they will need to begin mission of spreading the 
venomous word of The Plaguebringer. 


Background 


There are two ways to access the underground sewer system of Qeynos. One may swim 
to the ocean floor just beyond the docks of north Qeynos and breach the gate there, or 
from within the city, one can dive down into the small pond just outside the bank. 


Upon entering the aqueducts, one will still be submerged in the salty, murky water 
of the sewers. After emerging from the waters, one will find themselves in a maze of 
simple construction. The aqueducts are heavily scarred from both salt water erosion 
and poor maintenance. Graffiti mars almost every wall of this place - oftentimes 
serving as warnings to those who dare to venture further. 
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- Qeynar Aaneductr 


The sewers are home to an assortment of odd creatures, including giant sewer rats and 
sentient blobs of gelatinous ooze that feed off of whatever scum and waste that makes 


its way into their paths. Also, the dark, infectious shadow of The Plaguebringer is rumored ( 

to reside here. However, the undead and other strange creatures that have fallen under 

their merciless rule have successfully prevented Qeynos officials from launching a formal ( 
investigation to either confirm or ( 


deny the си 5 existence. 


Notable NPCs 


Lyris Moonbane ( 
A member of the nefarious ( 
Bloodsabers, she is responsible 

for the training of the cult's ( 
newly recruited necromancers. ( 


Sragg Bloodheart ( 


He is the rumored leader and ( 
л jew а а founder of the Bloodsaber cult 
4 h " А "n 
E UE беропа сине the bank of Qeynos.. aiis responsi EM | 
Sud : of newly recruited shadowknights 
to The Plaguebringer. His intentions 
and that of the cult remain a mystery that threatens the future prosperity of Qeynos. ( 





Xeture Demiagar 
Another member of the Bloodsabers, he is a foul cleric of Bertoxxulous and is in charge ( 
of the training of newly recruited clerics. 


Perkon Malok 

( 
A magician in service of the Bloodsabers, he trains the newly recruited magicians in 
service of the Lord of Disease. 


Reania Jukle 
An enchantress in service of the Bloodsabers, she trains the newly recruited enchanters. ( 





Tranon Callust 











A powerful wizard with the Bloodsabers, he trains the newly recruited wizards. ( 
Rocthar Bekesena ( , : > 
A warrior with the Bloodsabers, he trains the newly recruited warriors. ( зз woo Pains C. To Northern Qeynos 
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- Qeynar Hills 


Bestiary 





Monster Level: Monster Examples: 








1 -50 Gnolls Snakes 
Rats Bears 
Bats Skeletons 
Wolves 
Dangers 


The hills are fairly safe for the adventurer in good standing with the citizens of Qeynos. 
The guardsmen who stand watch at the tower and patrol the roads are very protective 
of this territory and will quickly smite those who invoke their rage. It pays to be cautious 
even if allied with the people of Qeynos. For instance, if one is caught slaughtering the 
protected wolves or bears of Qeynos Hills, the roaming rangers will defend their warded 
creatures with vigor. 


Benefits 


The gently rolling hills of Qeynos are an excellent area for younger adventurers to hunt, 
plus it provides access to the Surefall Glade and Blackburrow. Also, adventurers can 
sell off excess loot to merchants found in a small wooden house, where they may also 
purchase supplies for their continuing journey. 


Background 


Just beyond the city gates of Qeynos lies an open expanse of gently rolling hills known 
simply as the Qeynos Hills. The road from Qeynos leads out into the hills and beyond, 
reaching into the nearby Western Plains of Karana, before moving on toward Freeport 
through Highpass Hold. 


The hills also provide passage to Blackburrow and to Surefall Glade where the human 
and half elf rangers of Karana reside. Watch out for Sabertooth Gnolls who have made 
the hills their home. In between the entrances to Blackburrow and Surefall Glade is a 
small set of ruins, a testament to the chaos experienced in this region's bloody history. 
At night, there is rumored to be corrupted undead walking the land. 


A small lake is found on western edge of the hills and a small wooden building houses a 
few local merchants. Many will find this quaint lake to be a peaceful spot to spend time 
fishing without fear of being attacked by wandering gnolls or hungry wolves. 
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Notable NPCs 


Holly Windstalker 


One of the highest ranking rangers of the Jaggedpine Treefolk, Holly Windstalker has 
dedicated herself to the preservation of the natural creatures of the Qeynos area – 
namely the wolves and bears. She has been regarded with disdain by many citizens of 


Qeynos, not for her disposition, but 
for the heightened worth she places 
upon the animals of the region – 
often to the detriment of the human 
inhabitants. There have been rumors, 
for instance, that she slaughtered 
young adventurers who hunt the 
bears and wolves without regard 

to their rationale. However, Holly's 
contribution to the protection of 
Qeynos and her undying loyalty 

to the Jaggedpine Treefolk cannot 
be overlooked. 


A merchant house rests in the Qeynos Hills — a centrally 
located and desirable region for the novice adventurer. 
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A. То the Qeynos Hills 
B. To Southern Qeynos 





C. The Temple of Life 
D. Order of the Ashen Fist 


Bestiary 





Monster Level: Monster Examples: 
1 ad 5 Fire Beetles Decaying Skeletons 
Gnoll Pups Giant Rats 


Moss Snakes Large Bats 








Dangers 


With the exception of a few seedy characters that frequent Crow's Tavern, the city of 
Oeynos is a relatively safe place, though adventurers should be careful where they stick 
their noses, as they might find themselves in the catacombs in the company of the 
followers of Bertoxxulous. Those who have earned the disdain of the people of Qeynos 
will find themselves not so warmly welcome here, and are advised to avoid the city 
streets and the pathways of the guardsmen. 


The creatures outside the gates do not amount to much - nothing that even a young, 
inexperienced adventurer should fear, save the occasional gnoll or the Kliknik Queen. 
However, some degree of caution should be taken, for the fire beetles are extremely 
social and will aid their kin if one is in danger. 


Benefits 


The merchants of Qeynos have a large variety of goods of benefit to the adventurer. 
Many taverns, inns, and shops selling all sorts of wares can be found throughout the 
whole of the city of Oeynos. In the northern region of the city, the clerics, paladins, and 
monks are given their first lessons and then sent out into the world by their mentors 
to grow and learn. 


The Temple of Life provides a training ground for the paladin and cleric castes and 
will offer to teach new magics to them for a price. The Dojo of the Silent Fist Clan 
is a training center where monks can go to learn new combat skills. 


Background 


Northern Qeynos is, in fact, the original city of Qeynos. During an invasion of the city, 
a surprise night attack that started a war some eighty years ago, the southern and 
eastern walls took heavy damage. Some of the buildings in these areas were also 
destroyed, but the militia and able-bodied citizens fought back the invasion and saved 
much of the city including the palace. Later, instead of fixing the old castle wall, the 
king decided to expand the city of Qeynos by building a new one further out. 
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The old city of Qeynos has been wisely governed for 
centuries by the Antonius Bayle dynasty. 


- Qeynas, Northern E TEA а! 


Most of the buildings in Northern Qeynos are very old looking, but a few have been 
remodeled or rebuilt. Made mostly of gray stone blocks and brown bricks, the houses 
and shops in this area are now showing their age. The paint is worn away and dark 
vertical trails have formed from rain water erosion. These buildings are sturdy and have 
been around for ages, but were obviously built for function over style during Qeynos' 
early years when the kingdom was 
small and poor. From the towers 
and some of the outer walls of the 
city hang cloth flags and banners, 
displaying the colors and insignia 
of the kingdom of Oeynos. 


The Temple of Life, where the resi- 
dent priests and paladins of Rodcet 
Nife train and worship, is located at 
the edge of the park, surrounded 

by lush grass, shrubs and trees. 

The temple is a large, white granite 
building, with marble floors and 
thick, light colored velvet curtains. 
In the main room, there is a round, 
white marble fountain, flowing with 
clear, sparkling holy water, as well 
as rows of pews and an altar to worship Rodcet Nife, the Premiere Healer. There are two 
smaller rooms at the back of the temple; one is a study and library, the other is Jahnda's 
sleeping quarters. 





The Silent Fist Clan, the order of monks native to Qeynos, is located in the northwest 
corner of the city against the outer wall. Their meeting hall is inside a medium-sized, 
light brown colored wooden building that is clean, unworn, and well-kept. Used as a 
training hall, the main room is a large open space with a smooth, hardwood floor and a 
thatch roof. There is a small room attached to the main building that serves as Lu'sun's 
study and living quarters. Lu'sun is the powerful teacher of the Silent Fist Clan who 
teaches his pupils that their greatest weapon is the power of their spirit. 


A local tribe of gnolls, the Darkpaw has become a stubborn and enduring threat to 
Northern Qeynos, striking terror in the civilian population due to their constant raiding. 
While city guardsmen have valiantly fended off the assaults, they have failed to stop 
them outright. At their wits end, the frustrated citizens have recently taken to offering 
adventurers a bounty in return for the delivery of gnoll teeth and fangs. 
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Notable NPCs 


Antonius Bayle IV 


The line of Qeynos rulers by the name of Antonius Bayle has continued for centuries. 
The current one is the fourth in the line. He was born in 5275 and crowned in 5299. 
He controls the city as well as the surrounding area. He has many allies, but has found 
a formidable nemesis in his brother Kane. It is said that he has been linked romantically 
with Lady Shae even though the two have not been seen together in some time. 


The first Antonius Bayle, born in 5105, formalized the existence of the Lawful City of 
Qeynos and was crowned in the same year of 5130. For his part in uniting the humans 
of the plains and founding the city, he was known as the "Great Unifier." 


Antonius Bayle |! was crowned in 5191 at the age of 36. He led the movement to have 
the continent of Tunaria renamed Antonica, ostensibly in honor of his father, but of 
course his own name was the same, as some sages wryly noted at the time. During his 
reign, The Hole was formed when the Heretics of Erudin revolted against their high 
council and left their citadel. This marked the beginning of the Age of Turmoil, during 
which Antonius Bayle Il was dubbed the "Great Defender." 


The third member of the dynasty was born in 5214 and spent his childhood watching 
the events of the world unfold. During his time, Sir Lucan took over the trade city of 
Freeport and the Heretics of Erudin completed the construction of their city, Paineel. 
When he came to power, he did his best to be neutral. His efforts at remaining so earned 
him the nickname the "Great Diplomat." 
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A. Boats to Егид 5 Crossing 


B. To North Qeynos 








C. The Grounds of Fate (PvP) 
D. Qeynos Bank 


Bestiary 











Monster Level: Monster Examples: 
N/A None 
Dangers 


There are few dangers for most adventurers in the southern quarter, otherwise known 
as "New Qeynos.” Adventurers who have earned the disdain of the southern guardsmen 
are advised to avoid the patrol routes along the main roads, lest they find their fate at 
the end of a Qeynos blade. 


Benefits 


Many young adventurers learn to master the basic fundamentals of their professions 
in Oeynos. The guilds of the southern quarter can proudly claim numerous heroes and 
scholars of worldly renown among their countless graduates. 


Background 


The free city of Qeynos controls most of the plains to the west of the Serpent's Spine. 
The city is ruled by the firm yet just hand of Antonius Bayle IV. Qeynos represents the 
pinnacle of human achievement and is a haven from the fierce wilderness of Norrath. 
Bayle is a well-liked and respected leader, but the seeds of corruption are being sown 
by the Circle of the Unseen Hand and their allies in the city guard. 


Qeynos is set atop small cliffs that run along the coastline to the west. Due to their 
composition of eroding sandstone and rock, climbing them is virtually impossible. 
The cliffs act as a natural barrier, making Qeynos impenetrable to attacks from the west 
or from the ocean. At a low point in the cliffs, the people of Qeynos have built a great 
pier, protected in a harbor naturally formed from the stone and a bend in the coastline. 


The ocean here is a deep, dark blue. The waters are usually fairly calm, although waves 
crash roughly against the cliff base. Many ships come and go daily from Qeynos' harbor. 
These include naval, fishing, trading, and transport vessels from Erudin. Adventurers and 
tradesmen will often be seen at the docks, awaiting one of the two vessels that travel 
between the two costal cities through the oceanic pass known as Erud's Crossing. 


Southern Qeynos is also home to several halls of training for young pupils of all pursuits. 
Among them is the Hall of Steel. This a large, light gray stone building, decorated with 


369 + 





- Reynos, Southern 


9 
E: 
S 
e 

x 
S 

3 


banners of the guild's symbols and colors. The Hall of Steel is located next to the 

Grounds of Fate, the free arena of the city. Ebon Strongbear, the guildmaster for the 
Steel Warriors of Qeynos and Earron Huntlan are now known as local heroes. They and ( 
a few others led the city's militia to victory against the Sabertooths, a small gnoll tribe 


that lives in the nearby den of Blackburrow. ( 
The Wind Spirit's Song is the bard's ; 
guild of Qeynos. The guild is a, plain, ( 
two room wooden building, with a ( 
small sign out front proclaiming 
“Belious’ Fine Lyres." The front room ( 
here has a small practice stage with ( 
a few wooden crates and chairs 
seated around it. Along the back wall ( 


there is an old wooden display case 
which holds some of Belious' finely 
crafted instruments. Beyond a door ( 
on the side wall, is a smaller room, . 
which is Belious' workshop and bed- 





umerous guildhalls in Southern Qeynos cater to the |  room.Belious used to work as one ( 
development of young adventurers of all professions. of the King’s private entertainers, 

" but now he confers his time-earned ( 

wisdom and skills on to others, confining his performances to shows at the local tavern. ( 


His financial resources are meager, but he is quite content with his lot. 


The arcane masters reside in the beautiful and colorful Hall of Sorcery, while the secret 
society, Circle of Unseen Hands, is hidden in a passageway rumored to run from the 
Crow's Pub and Casino. ( 


Notable NPCs 


Kane Bayle 





is a very well known and influential figure in Qeynos. Many, however, do not trust him 

and believe that he is plotting to do away with his brother and usurp the throne. It is 

hardly a secret that Kane's guardsmen are not quite as loyal to the throne as those who 

lay strictly under Antonius Bayle's command. Kane leads the armies, except in times ( 


( 
As the younger brother of Antonius Bayle and commander of the City Guard, Kane Bayle l 
{ 
( 








4 і А. То Feerott Е. Zazamoukh 
of war, when his brother resumes control of all of the forces. In combat, ће is an excellent в. To lake кан f 
; : з . To Lake Rathetear F. Ankh 
swordsman, having been beaten in contest only twice, once by Ebon Strongbear and ( deum Do: pow aY 
| : : . Unkempt Druids i 
once by his brother, the king himself. ( " саа n 
D. Inn H. Undead Towers 
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_ Rathe Mountains 


Bestiary 





Monster Level: Monster Examples: 


1 0-45 Hill Giants Zombies 
Lizardmen Bandits 
Specters Kodiaks 


Giant Skeletons ^ Grizzlies 





Dangers 


The mountains of Rathe are a very dangerous place for the traveler who is not intimately 
familiar with its surroundings. Hill Giants and other extremely aggressive and territorial 
creatures roam throughout the entire range. Adventurers who travel through or choose 
to reside in Rathe Mountains are advised to bring with them the beneficial effects of a 
movement enhancing enchantment – be it through a druid or shamans spell, or through 
the powerful enchantments of magical, arcane items. 


Benefits 


The Rathe Mountains are a popular place of migration for adventurers from the cities 
of Innothule or Feerott when their native regions have lost their ability to challenge. 
Many lizardmen camps can be found near the Feerott, and hunting in these locations 
with the aid of companions can prove very fruitful in the ways of experience and gold. 


The Rathe Mountains also offer a complex of inns and a small gypsy camp adjacent to 
Lake Rathetear. Such destinations offer ample opportunities to sell wares and purchase 
supplies, making the mountains an inhabitable region for extended periods of time. 


Background 


Ogre legends claim that each of the twelve peaks in this range sprung forth from the 
very spot where a member of the Rathe Council was slain by the ogre hero, Murdunk, 
after he invaded the Plane of Earth. 


The Rathe Mountains are located just beyond the jungle of the Feerott. Peaks of granite, 
covered with grass and pines, tower above the lush wilderness. Adventurers are often 
advised to avoid the steep slopes of the mountainsides when traveling in haste, for 
many have lost their step and fallen to their death. 


Many creatures call this place home – those natural to this region and many immigrants. 
Among the native inhabitants are the grizzly and kodiak bears who have roamed these 
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mountains for countless decades. Lizardmen outcast from the rumored Lost Temple of 
Cazic-Thule (thought to be in the Feerott swamp) have taken shelter here, constructing 
small, simple tents of animal hides and carving massive obelisks out of entire trees in 
honor of their culture and deity. 


An ancient druid circle not unlike those found throughout the rest of Norrath, stands 
atop a high plateau. It is a welcome 
spot for many adventurers fortunate 
enough to have gained the favor of a 
druidic priest. A few druid settlers and 
protectors can be found in this region, 
warding away the abominations of 
undead that represent the venomous 
shadow of corruption lurking within 
every corner of Norrath. 


Several ruins and lone towers dot the 
terrain, signaling a gruesome event 
that occurred in recent eras past. 
The most mysterious of these ruins 
appear to be arms of stone that reach 
out from the mountains themselves. 
There are many stories surrounding 
this intriguing phenomenon - the 
most prominent being that they are the arms of the earth itself reaching out in its 
anguish as the Rathe Council was being slaughtered by Murdunk's army. 


The Rathe' dense population, such as the lizardmen 
encampment shown here, tend to be highly aggressive. 





Notable NPCs 


Ankhefenmut and Zazamoukh 


None truly know the history that surrounds these mysterious, unique sphinxes of 
the Rathe Mountains, but many have sought to investigate. Scholars, historians, and 
even adventurers have attempted to exact knowledge or treasure from these mighty 
creatures, only to end up dead from some kind of unknown punishment or mad from 
attempting to unravel one of the sphinxes' unsolvable riddles. 


It is believed by some scholars that the sphinxes of Rathe Mountains are actually former 
servants of the ogres before the curse of Zek – before the raid upon the Plane of Earth 
by Murdunk, the great ogre hero. Perhaps they are creatures whose corporeal being and 
essence are so complexly interwoven into the fabric of chaos and order that encompass 
the universe, that they escaped the effects of Zek's curse, which after all, was designed 
to hinder mere mortals. 
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. To Misty Thicket 


To Kithicor Wood 
Town Hall and Bank 


. Fool's Gold 





E. Storm Reapers Druids 
and Rangers 


F. Abbey of Mischief 
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Bestiary 





Monster Level: Monster Examples: 
N/A None 
Dangers 


Those who have fallen out of favor with the halfling citizens of Rivervale are advised to 
avoid the city if they wish to retain their lives. The deputies that patrol and protect the 
city are fierce indeed and should be neither trifled with nor underestimated. 


The city also has a native terror known as Mangler - a black guard dog who has been 
known to attack random, innocent bystanders without provocation. However, Mangler 
is the loyal companion of one of the city's most prominent citizens; any overt action 
taken to defend oneself from the terrorizing beast will be met with harsh penalties 
from the deputies of the city. 


Benefits 


Rivervale has been the home of many adventurers, priests, and rogues of renown and 
infamy the world over. Guilds for clerics, paladins, rogues, warriors, druids, and rangers 
have been founded and maintained, and are a crucial part of the city and its culture. 


Fortunately, the halflings are very in tune with the finer things of life and many goods 
that can be found nowhere else on Norrath may be purchased here. 


Background 


Nestled in the mountains bordering the Misty Thicket, the village of Rivervale is a 
well-protected haven for hundreds of peaceful, if mischievous, halflings of Norrath. 
The village is defended both by the tall, neighboring mountains and the Great Wall 
of Serilis. 


These happy-go-lucky little halflings follow the teachings of Fizzlethorpe Bristlebane. 
Nearly all are loyal to Beek Guinders, the High Priest of Mischief, and he acts as their 

spokesperson in all external affairs. His clerics maintain a small church known as the 

Chapel of Mischief where they administer to the needs of the citizenry. The church is 
also protective of rogues and bards, though not assassins. The chapel itself is one of 

the sturdiest structures in the village, made out of wood and stone. 


375+ 





_ Rivervale | 





A small farm on the outskirts of town provides most of the food for Rivervale. The farm 


Runnyeye Citadel 
is worked by Will, a hearty middle-aged halfling. He and his wife, Crista, along with their 


two children, Will Jr. and Hobb, grow and maintain crops ranging from beets and carrots ( / 
to corn and rare herbs and spices. There is also а small booth near his farm where he Leve 1 


sells his harvest. ( (Е) 


Crime is not а problem within the 








village limits as halfling thieves rarely ( 
rob their own kind. On the other ( 
hand, travelers are cautioned to be 
kind and polite to all halflings, for ( 
nobody holds a grudge as firmly as ( 
they. Rivervale is nestled in the Misty 
Thicket and rarely, but occasionally, ( 
is attacked by orc or goblin raiders. ( 
Notable NPCs | 
Mayor Gubbin l 
Visitors are cautioned to not cross the halflings, as the Е ( 
followers of Виз ебапе hold a mean grudge. The leader of the community and a 
—— = former rogue adventurer, Gubbin ж 
is the richest ћа па that ever lived. ( 


He has traveled with Antonius Bayle III, and it is said that while on one of those expedi- 
tions, he acquired a gigantic treasure hoard from the fairiefolke. This treasure enabled ( 
him to become mayor. 


When Gubbin discovered his fortune, he was traveling in Lesser Faydark’s fairie realms. 


Whether it was a bottomless pot of gold or a chicken that lays golden eggs has yet to ( 
be told, but he did find something that has made him the wealthiest man in Rivervale ( 
and a wanted man by some fairiefolke who were the original owners of the treasure. 

He used his wealth to boost his popularity among his fellows in Rivervale, spending ( 
much of his new resources to bolster Rivervale's economy and increase its trade with ( 


other empires. He rode this popularity all the way to the mayorship. 
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A. To Runnyeye Citadel L3 D. To Runnyeye Citadel Li 


B. To Runnyeye Citadel L4 E. To Runnyeye Citadel L3 


C. To Runnyeye Citadel Li F. Waterfall 





A. To Runnyeye Citadel L2 


B. To Runnyeye Citadel L4 
C. To Runnyeye Citadel L4 








D. Waterfall 
E. To Runnyeye Citadel L2 
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А. Goblin Throne Room 


B. To Runnyeye L2 





C. To Runnyeye L3 


Bestiary 


Monster Level: Monster Examples: 


1 0-35 Goblins 


Evil Eye Prisoners 


Dangers 


The goblins have created a chaotic complex of misleading caverns and passageways 
that will lead one to unexpected danger should they not be wary. Missteps can often 
lead to traps and places of extreme peril. 


The goblins of Runnyeye, having been recently liberated from the tyrannical rule of 
King Xorbb, are very coordinated in the defense of their territory. Anyone not allied 
with the Pickclaw tribe of goblins is subject to their fierce hatred and will be attacked 
by cooperative hordes of goblin soldiers. 


Benefits 


Since its liberation, the citadel of Runnyeye has begun to establish some semblance 
of prosperity. Many of the goblins have learned to infuse magic into little trinkets and 
armor that they forge from the ore they now freely mine. Most of these items are of 
great use to the mid-seasoned adventurer. 


There are several ways to obtain these items from the Pickclaw citizens of Runnyeye. 
One may aid the goblins in their continuing struggle against King Xorbb (who still 
maneuvers to regain control of the citadel) or one may be like the majority in Norrath 
who fight the goblins and appropriate what they can from their lifeless bodies. 


Background 


A relatively few years ago, Xorbb, a powerful member of the evil eye race, befuddle 
and enslaved goblins of Clan Runnyeye. During the takeover, a fair-sized contingent of 
goblins fled the citadel, refusing to submit to Xorbb and their now compromised king. 


Taking refuge in the vast cavern and tunnel system found beneath the Serpent's Spine 
Mountains, they named themselves Clan Pickclaw in reference to all the mining that 
became their occupation. The Pickclaws thrived and built a modest settlement while 
their combat skills were sharpened by their frequent raids of High Keep, motivated 
mostly by a need for supplies. But during this time they did not forget about Xorbb and 
his minions. Goblins are accustomed to being enemies of all, but they marked Xorbb as 
a special foe, and vowed to one day reclaim their home. 
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3 Runnyeye Citadel 


( 
Their cause was abetted by Xorbb himself who grew complacent, as the remaining ( Sanctus Se } A 
goblins in Runnyeye were well under his thrall and quite weak. The goblin leader Lord ( 
Pickclaw knew of Xorbb' lax security thanks to well-placed spies placed in the citadel. ( 
When he felt the time was right he struck, catching the evil eyes by complete surprise. 
His warriors, hardened by years of battle in and around High Keep, and his magic-users, ( 


far more capable after raiding High 
Keep's human libraries and capturing 
human mages, rolled over the weak- ( 
ened defenders of Runnyeye Citadel. 











( Я 
Runnyeye was liberated. The evil eyes ( ee cd њи Se = 
4 ; as ba E 7 
í fell back to the Gorge of King Xorbb, He › + = "S . 
i where they were well-protected ( Loa VÀ k Wd E C dn I 
7 and had enslaved minotaurs and rel an 29 PPTS 
" mudmen to do their bidding. ( - 
|| Unique among goblins, Lord Pickclaw ( 
Ld does not hate other races on sight – ( 
though he and his kin have long 
memories, tending to hold grudges ( 
The mines of Runnyeye are ruled by Lord Pickclaw, one against those who have wronged ( 
of the most cordial goblins in all Norrath. 
Lae GNU them. An adventurer who has had 
no contact with the Pickclaws in the ( 
past has a fair chance of maintaining a non-lethal relationship with them, especially if ( 
assistance against Xorbb is pledged. 
( 
Notable NPCs 
Lord Pickclaw ( 
With the liberation of Runnyeye complete, Lord Pickclaw personally executed the former ( 
goblin king and his entourage. He then integrated the remaining Runnyeye goblins into ( 
his clan, assigning them to the lowest positions. 
( 
In the ensuing years, Lord Pickclaw struck a deal with a strange subterranean race of 
fungal beings called the Sporali.In return for not being wiped out, the Sporali agreed to ( 
assist the goblin mining effort. This was quite a fair deal to the mind of Lord Pickclaw. ( 
The situation in Runnyeye Citadel is now static. Though Lord Pickclaw is making a great ( = ? 
deal of noise about finishing off the forces of Xorbb, and Xorbb is making plans to == : B = 
retake Runnyeye, neither side has the strength at present to win a direct confrontation ( Ашап from Dianshroud = == tuguisitor Senu's Farteess 
with the other and remain intact. е and Mars Seru e Arena 
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_ Sanctus Seru 


Bestiary 


Monster Level: Monster Examples: 


N/A None 


Dangers 


Those who have yet to earn the fanatically guarded trust of the Inquisitors will be met 
with severe hostility if they dare to breach the Tectim Veritas. 


Benefits 


Earning the respect and trust of the Inquisitors can yield great political, social, and 
monetary gain, for the Inquisitors are more than pleased to send out eager, strong 
adventurers on various missions. Those that are fortunate enough to return, proving 
themselves further to the Inquisitors, will be rewarded handsomely. 


Background 


This fortress city of the Inquisitors is located on the lightside of Luclin. After discovering 
where the loyalists of Katta fled, the Inquisition amassed a large expeditionary force to 
chase after them. 


Once on Luclin, the Inquisitors quickly realized that the Loyalists were too entrenched 
in their darkside refuge to root out. They also discovered that Luclin's orbit had moved 
them out of range of Norrath, preventing them from either returning home or getting 
reinforcements. 


Realizing that patience was a virtue, they undertook the building of a new stronghold, 
settling in for a long and protracted struggle with the Loyalists. They named their home 
in honor of their leader, Seru. 


Orderly to a fault, the Inquisition spent years building the city to exacting standards. 

Geometrically precise structures, arrow-straight streets, and even rows of buildings and 

high walls were constructed. The Inquisition is not afraid of hard work or dedication, 

as is amply demonstrated in the building of the city. Once a structure was built, constant 
maintenance ensured that it never looked worn or unkempt. 
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The Inquisition orders its society in a para-military fashion. At the top of the hierarchy is 
Seru, who has not been seen in public in living memory. Below him are four Praesertum 
Inquisitors, each equal in rank. Since Seru has removed himself from daily affairs, the 
Praesertum meet in counsel to decide important matters. Each Praesertum controls a 
different aspect of the Inquisition. They are divided into military matters, civil matters, 
commerce and industry, and the fourth keeps watch on the other three. 


Each group is suspicious by nature, 
and all are riddled with spies from the 
other factions. This complex and rich 
political backdrop sets the stage for 
many interesting experiences and 
quests in the city. 


Adult citizens of Sanctus Seru must 
submit to The Question every two 
years. This is a painful process, 
essentially a ritual torture that lasts 
for hours or days. It's a brutal tool the 
Praesertum and their minions use 


to keep order and maintain power. e 62 pene — = 
i i n recisi | 1 
Мапу до not survive The Question, eometric precision and high maintenance standards 


7 3 give the Inquisition city a well cared for feel. 
as the questioners are not immune : 4 3 


from corruption. 





Rising above all the perpetual infighting is the conflict with the Loyalists, a low-intensity 
war waged constantly to little effect. Spies, assassination attempts and theft are all tools 
employed by the Inquisition against their Loyalist foes. The Inquisitors will also attempt 

to latch on to willing adventurers, seeing in them a new device to be used against their 
intractable enemy. 


Tectim Veritas, or the Shield of Truth, is what the inhabitants of Sanctus Seru call the 
great wall that surrounds the city. Built as much to keep the citizens in as it is to keep 
threats out, it contains only one gate that is heavily guarded by troops loyal to all four 
Praesertum. Precious little traffic passes in and out of the gate, allowing the Praesertum 
to maintain a stranglehold on all trade to and from the city. 


The grand and ornate building where Seru holds court is known as the Arx Seru. 

Sealed by powerful magic, the building's keys are in the hands of the Praesertum. 
All are forbidden to enter. At the very heart of the structure is Seru himself, a very 
powerful paladin who is not to be underestimated nor disrespected. 
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Seru, realizing that given his life expectancy, he would not live to see the defeat of the Scarlet D Cft А 7 ( 


( 
( 
( 
( 
Loyalists nor possibly ever be able to return to Norrath, had a chamber built that slowed ( E AE AP WC 
( 
( 
( 
( 





the passage of time for the occupant. It is said that months outside are equal to seconds 
inside this chamber, allowing Seru to greatly extend his life without resorting to the vile 
arts of necromancy. 


Notable NPCs 


Seru 


m. 


This enigmatic leader of the Inquisition is known for commanding with an iron fist and ( 
an unwavering standard of justice. He appears to be fit and trim, rather severe looking, 


and in his thirties. He favors stark colors and no ornamentation on his armor or weapons. ( 
He appeared early in the formation of the Combine by Katta, and rose quickly through ( 
the ranks of the fledgling empire, proving himself time and again on the field of battle. ( 
Many of the Combine had concerns about Seru, for his background was a mystery, and ( 
his serious nature was often unsettling. Katta, however, was swayed by deeds and cared 
little for a man's background. It was not long before Seru was Katta's most trusted aide ( 
and confidant, eventually given full administrative powers over the Combine Empire. | 
( 
( 
( 
{ 
( 
( 
( 
( 
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- Scarlet Desert 


Bestiary 








Monster Level: Monster Examples: 


= Fire Тед! 
3 0 45 Rock Tegi 
Mud Tegi 
Water Tegi 





Dangers 


Those who venture into the Scarlet Desert unprepared will find themselves quickly 
overrun by hordes of tegi and their powerful shamans. All adventurers are advised to 
bring with them a companion or two of adequate power in order to successfully 
and efficiently hunt and traverse this area. 


Benefits 


It is rumored that the tegi hold many arcane items of notable power - items either 
found or forged by their own hands and magic. Many adventurers have gained a few 
of these items, which have spurred many more to follow in their footsteps in the hopes 
of duplicating their success. 


The Scarlet Desert also provides a generous population of opponents to challenge the 
seasoned adventurer. 


Background 


The Scarlet Desert is a large desert valley region with a reddish hue, bordering the 
Twilight Sea and Grieg's End. It is covered with sparse vegetation native to desert 
regions, and is relatively flat and arid. The dried up riverbed known as the Ripflow 
meanders through the desert before ending in the Twilight Sea. Sheer mountainous 
cliffs border the northern and southern edge of the desert; these cliffs are lined 
with natural cave systems. One of these systems provides the beginning of the 
Ripflow's riverbed. 


The far western reaches have pockets of airless space that have formed due to the 
proximity to The Grey. A large mesa can be found in the northeastern section of the 
desert coming into contact with the Ripflow during its long run to the Twilight Sea. 
There is one small oasis also found here, located in the southeastern part of the desert. 
The oasis is commonly used as a watering hole by its inhabitants. 
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The tegi are a small humanoid race native to various areas of Luclin itself. They have 
low-to-medium intelligence and are known for their attunement to the elemental spirits. 
They are usually attuned to just one element, though on rare occasions they can be 


attuned to more. The tegi possess natural abilities in accordance with the element to 
which they are attuned. 


Within the Scarlet Desert numerous 
variations of the tegi can be found. 
The Rock and Fire Tegi are most 
prevalent, with a few Magma, Water, 
and Mud Tegi inhabiting various 
appropriate locations. The tegi are 
led by powerful shamans that can 
be spotted at the elemental circles 
prevalent throughout the desert. 
These elemental circles are a focus 
point for the tegi. 


Notable NPCs 


Kraen Flameweaver 


The reddish hue of the desert provides a dramatic 
backdrop for the region's various tegi inhabitants. 





Kraen is a fire shaman tegi that dwells 
at the fire circle located on top of the 
Shining Mesa. He is known for his ability to summon a powerful fire elemental when his 
own spirit has been extinguished. He is constantly guarded by other Fire Tegi shamans. 
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Bestiary 








Monster Level: Monster Examples: 








Myconids (fungusmen)  Iksar Ghosts 
BON Undead Frogloks Golems 
Iksar Skeletons Frogloks 
Dangers 


The inhabitants of Sebilis are hostile to all, for they are under the control of the hateful 
poison dragon, Trakanon. The bitter dragon has grown very cold over the many years of 
solitude and gluttonous basking following his success in aiding the overthrow of the 
Iksarian Empire. Adventurers must not venture into the dank ruins of Sebilis without 
assistance, for the incredible horrors that await them should not be faced alone. 


Benefits 


The great and aged poison dragon, Trakanon, makes his lair in the palace of the council, 
which lies in the heart of Sebilis, the capitol of the old Iksarian Empire. The unplundered 
vaults of kings are said to lie below the city proper in places Trakanon cannot reach. 
Greater still, perhaps, is the hoard of treasure said to form the bed upon which Trakanon 
rests, for it has been centuries in the collecting. 


Background 


Sebilis is patrolled by Trakanon's undead and magical guards, and even by Trakanon 
himself from time to time. There is also a large cult of frogloks who worship the dragon 
and do his bidding. 


Sebilis lies in the heart of the Emerald Forest. Above ground, the city's tall twisting spires 
rise up into the canopy of the rain forest. While most of the city lies in ruins, the central 
palace is relatively intact. Several of the upper floors have collapsed so the only way to 
go inside the palace is down. 


Jungle animals and frogloks wander about the exterior ruins. Several makeshift froglok 
tents and hovels built out of the ruins are also scattered about. There are many hidden 
deadfalls and pit traps that lead to a vast labyrinth underground. 


Vine covered architecture is beautiful and evocatively symbolic of the Iksarian Empire of 
Old's former might and glory. However, all now lies in disrepair and ruin. 
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Trakanon has claimed the ancient council chamber, a large oval room with a domed 
ceiling, as his own. He is usually attended by several of his most elite froglok guardians. 
Also in attendance is Tolapumj, a powerful froglok enchanter and Trakanon's advisor. 
There is a vast dungeon beneath the ruins of Sebilis; Trakanon keeps the creatures that 
inhabit it healthy and content in exchange for their undying devotion and protection. 
From the froglok warriors that sweep the halls to the fungusmen who have established 
an entire colony in its depths, all swear 
allegiance to Trakanon. 


There is one area beneath the city 
that even Trakanon does not go. 

The ancient crypts of Sebilis fester 
with legions of undead Iksar. 

After Trakanon's minions failed to 
fully eradicate the menace, he sealed 
off the crypt area from the rest of the 
underground dungeon complex. 
Rumors exist of an artifact of great 
power hidden deep within the lost 
crypts of Sebilis. All but fools have 
given up on locating this, however. 


Iksarian undead forced Тғакапоп to seal ап ancient 
crypt that may hide an artifact of amazing power. 





Notable NPCs 


Trakanon 


The poison dragon is beyond comprehension in age and power, and is the most feared 
of the ancient enemies of the Iksar since the Shissar. He has taken refuge in the ruins of 
the ancient Iksar capital of Sebilis, ruling his domain from a chamber that lies in the 


heart of the city. Ironically it was Trakanon himself who dealt the final death blows to 
the Sebilis of old. 


It is said that the Trakanon's undying hatred of the Iksar Empire caused his exile from 
the Ring of Scale. It seemed that the poison dragon advocated powerful, direct and 
immediate intervention on behalf of all the races against the Iksar at a time when their 
empire had begun to squeeze Kunark and their aspirations for total dominance of the 
continent became more than apparent. He was denounced for this polemic by Jaled-dar, 
the leader of the Ring, and ordered to stand down. Trakanon did not give up, however, 
and slowly gained support among the younger dragonkind. The Ring of Scale ruled to 
intervene against the Iksar, but only indirectly. Trakanon was still not pleased and began 


to take matters into his own talons, eventually becoming an important figure in the 
downfall of the Iksar. 
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У Cht'Thk Ash Beetles 
1 -1 0 Firefall Guardians 
( Gor Taku Bruisers 


Lesser Shades 








Dangers 


Young kerran adventurers who are not yet ready for the hazards beyond the grounds 
nearest the city walls will find themselves in grave peril. 


( Benefits 


( Shadeweaver's Thicket is not only beautiful in appearance, but it provides kerran pupils 
with the security of nearby Shar Vahl for their initial training. The area is diverse, filled 
with creatures suitable for those just starting out. Best yet, it is only a few paces away 

( from the safety of home. 


Background 


Shadeweaver's Thicket is the primary hunting ground for the young kerrans. In the | 

thicket, the sky becomes an aurora, illuminated with glowing clouds of hovering spores. 

( Upon entering the thicket, brilliant vegetation speckled with glowing flower buds, lights 
up the darkened floors like fireworks. The western portion of the thicket features 

( rocky terrain flecked with much 

sparser vegetation. 


The region is divided in two by a 

mountain range containing two large 

( cavern systems and a series of smaller 
caves. The mountain range to the far 
west serves to protect Shadeweaver's 

( Thicket from the Twilight area. 





On the southeastern side of the thick- 
et lies the city of the Vah Shir, guarded 
by the crater formed from the impact 

а ( of the Norrathian shard. To the west, 


МАЈУ ~ the Drakefire Mountain range conceals T атар вата pog gem n 
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: 5 beauty and safe environs for young kerran adventurers. 
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D. To The Bazaar 
E. House of Midst 
F. Fordel Hold 


Bestiary 











Monster Level: Monster Examples: 
N/A None 
Dangers 


As the central area of commerce in Luclin, Shadow Haven holds no bias with regard 
to racial, political or religious designations – any and all are welcome within the walls 
of this subterranean marketplace. However, those who invoke the ire of the citizens 
of this free trade zone will join the ranks of the infamous few that Shadow Haven 
has denounced. 


Benefits 


Shadow Haven is a place where adventurers who first arrive from Norrath may gather 
without fear. The residents of Shadow Haven are enemies to none and will surely 
welcome the business and company of any adventurer, Norrathian and Luclin alike. 


Background 


Centrally located upon Luclin, Shadow Haven is connected directly to The Nexus and 

The Bazaar. The center of town, or the “Common Grounds” is located in a large cavern. 
The city has been segregated into four areas, each politically controlled by one of the 
top Trade Families. 


The buildings in Shadow Haven are constructed out of wood and stone, chosen more 
for practicality than for artistic style. The caverns that connect different parts of the 
city are worn and show signs of frequent use, as indeed there has been a constant flow 
of tradesmen and adventurers since the city's foundation. Only the less-traveled and 
darker areas have a rough stone floor resembling a cave passage. 


The Trade Families tightly control the flow of goods in and out of their respective areas, 
although a opportunistic community of smugglers operate an underground economy 
beyond their purview. 


A trade council regulates the import and export of goods to and from the city as a whole. 
Each of the Trade Families has two delegates to the council. This trade body sets prices 
and determines availability for all products, often leading to violent conflicts among the 
major families. Such upheavals sometimes spill onto the streets and shops of the areas 
that are heavily affected by questionable price decrees. 
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_ Shadow Haven 


The smugglers, who work solo or in small groups, have allegiance only to the size of 
their wallets. They will do anything in the name of profit, even if it includes killing or 
backstabbing a fellow smuggler. From time to time, there have been rumblings of a 
smuggler’s alliance forming. But paranoia, distrust, and lust for profit prevents this from 
actually happening. In addition, the Trade Families see such a potential alliance as a 
great threat and therefore work 

to sow deceit and sabotage among 
the smuggler community. 


Notable NPCs 


Fordel Family 


The Fordel Family is headed by 

a Paladin and Cleric, both skilled 
practitioners of their respective arts. 
The many families that live under 
their banner consist of warriors 
paladins, and clerics who follow 

[he center of Luclin's subterranean trading city is the the goodly gods. 

Соттоп Grounds," found within a large cavern. 





Midst Family 

The Midst Family is headed by an arch magus and his wife, who is an accomplished 
enchantress. The rest of the families that reside with them in their community are 
spell weavers of a goodly nature. 


Nota Dal Family 
The Nota Dal Family is headed by a high elf. Half elves and wood elves also serve with 
the family in minor instances. 


Earthcrafter Family 


The Earthcrafter Family are mainly dwarves, but also include some gnomes and halflings. 


They maintain the city, provide security, and are rugged in nature. 


Shadow Haven Underground 


This secret society is made up of shifty individuals who follow unpalatable gods. 
They tolerate each other, but only so far as they share common economic interests. 
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Bestiary 











Monster Level: Monster Examples: 
N/A None 
Dangers 


The Vah Shir are not intrinsically hostile to adventurers of any sort. However, if one has 
done something to rouse the ire of this noble, powerful race, then they would quickly 
find themselves at the merciless vengeance of a Vah Shir warrior's blade. 


Benefits 


Shar Vahl houses an array of shops and taverns unlike anything on Norrath or the whole 
of Luclin. The Shar Vahl nearly disappeared generations past, and with their unexpected 
and tragic departure, their culture almost vanished as well. However, this rich and vibrant 
community has been restored and revitalized, having learned from past experience to 
evolve to a higher state. 


Adventurers may purchase much needed supplies in Shar Vahl, but may also find a 
plethora of additional resources and wealth if they take the trouble to speak with the 
citizens of the city. By solidifying good relations, one is bound to receive tasks that, 
upon completion, will return a reward of honorable recognition and powerful and 
useful Shar Vahl crafts. 


Background 


The Vah Shir were the nobles of kerran society prior to the war between the Heretics 
and the Erudites. During this war, they were caught in a blast of experimental magic 
that resulted in the creation of what is now known as The Hole. 


A portion of Norrath was ripped away from the planet, turning into a gigantic shard. 
The giant chunk of Norrath became caught in the gravitational struggle between the 
planet and its satellite moon of Luclin. Eventually, the shard descended through Luclin's 
atmosphere and landed upon the borders of the two regions that would later become 
Shadeweaver's Thicket and the Hollowshade Moor. 


Due to their spiritual nature, the kerran nobility enjoyed some protection against the 
strong and violent magic. The shamans were especially quick to raise their magical 
defenses for themselves and their warrior companions. 
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( 
( 
Over the next few hundred years, the survivors formed a new society on the moon i 
of Luclin. Facing the unknown, the Vah Shir had evolved into a tight-knit tribal society. ( 
Honor among the Vah Shir was placed above all else, for all they were left with was each ( 
other; their place in the world having been brutally torn from them in the intense and 
fateful blast. ( 
( 
Written works are not used by the 
Vah Shir. Their reasoning holds that ( 
the impure magic that begot the ( 
cataclysm was a direct result of the 
research done by the Erudites, who ( 
had twisted pure spiritual magic 
into something unnatural. Thus, the ( 
telling of lore is passed down from ( 
generation to generation in the 
form of stories and songs shared by ( 
the bards and shamans. ( 
Shar Vahl is a beautiful, walled city ( 
he palace is a testament to the perseverance of the and биће starting; point tor Kenan 
аћ Shir, dispossessed during the creation of The Hole. adventurers. Its grand buildings are ( 
— - constructed from acrylia, a marble- ( 
like stone with phosphorescent veins 
running through it. The city lies in the center of a large crater created by the impact of ( 
the Shard of Norrath when it hit this region of Luclin. The city is naturally protected by 
a surrounding canyon and further protected by fortifications constructed by the kerrans. ( 
There are two bridges that lead over the canyon to the opposite side of the crater. ! 
One bridge leads to Shadeweaver's Thicket, the other to Hollowshade Moor. ( 


Notable NPCs 


King Raja Kerrath ( 


The son of Vah and founder of Shar Vahl on Luclin, Raja Kerrath has proven to be a very 
formidable ruler. He was a fearless explorer of both the spiritual and primal regions of 
Luclin in his youth. His ascension to the throne was perceived as an auspicious event ( 
and was met with great rejoicing by the Vah Shir people. He has not disappointed them. 











For decades, Raja has ruled with compassion, wisdom, and iron strength, guiding his ( 5 і ВЕ Э Pes Say 
реорје through a continuous era of relative prosperity and peace while staying outside ( А То Coher i D "Te ren sommo 
the terrible conflicts that beset Luclin's other empires. Ж сыге rotos к. To Westcrll Wastes 
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D. To Siren's Grotto Li 


Bestiary 


Monster Level: Monster Examples: 
40-6 5 Sirens 

Mermaids 

Seahorses 

Bulthars 





Dangers ái; 

The territorial sirens of the grotto are extremely hostile to any and al enturers. 
Intelligent, cunning, and well-adept in dealing with the land-walking races of Velious, 
the sirens and their servants are deadly and will often attack in coordinated efforts. 


The grotto itself also poses many dangers. Those who fall into the waters and cannot 
make their way to land quickly enough, will likely fall to one of the aquatic creatures 
who are on constant alert within these icy, underwater passageways. 


Adventurer who come to the grotto are advised to do so with the aid of companions of 
comparable power. The inhabitants are adept magic users, making those who have the 
ability to counteract undesirable spells a valuable asset. 


Benefits 


Siren's Grotto offers a unique experience with beautiful scenery and diverse creatures 
that are as lovely to the eye as they are deadly. Groups of adventurers who have been 
successful in their endeavors have come away from the grotto not only with a great 
deal of knowledge to aid them in their progression of personal power, but have also 
found fantastic relics unique to the siren priestesses of E'ci. 


Background 


Siren's Grotto is a subterranean waterway that flows from the Western Wastes into the 
Cobaltscar. Due to the impassable cliff faces of the Cobaltscar, those who wish to pass 
from the waters of the scar to the tundra of the Western Wastes must make their way 
upstream through the caverns of the Siren's Grotto. 


The caverns and tunnels of the grotto are completely submerged with the exception of 
the occasional pocket of air trapped by a cavern ceiling extending above the water line. 
Stalactites and stalagmites of limestone and ice as well as other beautiful formations 
decorate the entire length of the grotto. The waters of the grotto are amazingly clear 
and seem to sparkle with an inexplicable luminescence. Such beauty tends to mystify 
those who visit it, clouding their minds. The grotto has claimed the lives of many who 
lost track of time and drowned when their life-supporting enchantments wore off. 
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The sirens of the grotto are powerful enchantresses, being the exclusive followers of 
E'ci, the greater Goddess of Ice and member of the Triumvirate of Water. Much of the ( 
grotto's fascinating beauty is owed to the sirens themselves, who have enhanced their 
home through magic. The voices of the sirens are the primary means by which they 

work their magic, their vocal sounds carried through the water like the eerie, alluring ( 
tones of a whale's echo masked 

behind a seductive female vibrato. 


Simpler-minded beings make up 
the other inhabitants of the grotto. ( 
Nearly transparent albino fish and 
fish that often glow with an internal 
bio-luminescence swim throughout ( 
the caverns and tunnels, providing 
food for killer whales that guard the 
grotto's entrance from Cobaltscar. 
There are rumors of an ancient 
snapping turtle of great size that is ( 
trapped in a cavern deep within the 
grotto and sustained by the sirens 
since it cannot escape the narrower ( 
waterways to hunt for its own food. 

water and ice elementals from the 

Plane of Water have been summoned as servants for the sirens and neriads; they are { 
entities forged of pure water appearing in the corporeal form of a lovely woman. 
They functions as the sirens' handmaidens. Often a male victim will be lured into the 
grotto by a siren's song, only to drown in the embrace of an awaiting neriad. 


‘to the Western Wastes is 
| deadly Sirens of the Grotto. 





Notable NPCs 


Priestess Sercema 


Sercema, the siren high priestess of the order dedicated to the greater deity, Е а), is 
second only to the Mistress in power over the grotto and its inhabitants. Beautiful and 
seductive, the high priestess is a power to be reckoned with. She is constantly tended to 
by the priestesses of the order as well as many neriad handmaidens. It is rumored that 
she has visited the greater Plane of Water on many an occasion in search of ancient 
wisdom and power to further the sirens’ service to E'ci upon the primal world. 
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Zis kyfire Mountains 


Bestiary 


Monster Level: Monster Examples: 


3 5-65 Chromadracs Guardian Wurms 
Skyfire Drakes Lava Walkers 
Elder Wyverns Bottomless Gnawers 


Dangers 


For all adventurers, the Skyfire Mountains are a place of great danger. Bubbly streams of 
magma flow through virtually every region of this dark, desolate wasteland, sometimes 
coalescing into small lava ponds. Adventurers traveling too swiftly have fallen into these 
pools and rivers of lava, often causing their own demise in a dreadful, fiery death. 


Beyond the inherent dangers of the terrain, the Skyfire Mountains are home to many 
dangerous and hostile creatures – dragon kin who guard the doorway to Veeshan's 
Peak, the home of the infamous Ring of Scale. These dragon kin guardians will attack 
adventurers without bias, oftentimes herding them into the dangerous red pools. 


Benefits 


Despite its many dangers, the Skyfire Mountains can be quite beneficial to the cautious. 
Those who bring their wits and a respect for this place will find great success in hunting 
the wandering dragon kin and other strange creatures that call it home. 


Background 


Spiraling up from the nethermost core of Kunark, the peaks of the Skyfire Mountains 
tower over the Overthere and nearby Burning Woods. Forged from the incredibly active 
volcanoes in the region, this impressive range is strikingly similar in appearance to the 
Lavastorm Peaks. However, the peaks of Skyfire are nearly three times the mass of 
the Norrathian peaks and are inhabited by far more deadly creatures. 


Pools and rivers of lava flow constantly through this region, creating an intense heat and 
eternal crimson veil to shade the soft blanket of steam rising from the fiery crevasses. 
The main lava river carves its way through the northeastern portion of the mountains. 
Flora is unable to flourish here, leaving but a gray, desolate wasteland of magma and 
jagged behemoths of stone. 


> 408 





The peaks of Skyfire are controlled entirely by the dreaded, infamous Ring of Scale – 
the dragon conclave that struggles to wrap its talons round Kunark and has been one 
of the driving forces behind Kunark’s bloody, great history. Many structures that are of 
unmistakable dragon design can be found throughout Skyshrine, including three black 
statues cradling magical orbs in their grip as well as the gates to Veeshan's Peak, the 
home of the Ring of Scale. 


Dragon kin appointed by the Ring 

of Scale patrol every inch of the 
Skyfire peaks. Beautiful, although 
extremely deadly, the variety of drakes, 
wyverns, and wurms are forces unto 
themselves. However, dragon kin 

are not the only creatures to reside 
comfortably in this area. A few younger 
dragons may be encountered, as well 
as the odd carnivorous gnawers. 


Notable NPCs 


Talendor 


Among flowing lava streams, dragons guard the entry 
to Veeshan's Peak – home to the infamous Ring of Scale. 


This fire dragon patrols the bleak, 
desolate lands surrounding the home 
of the Ring of Scale. An agent of the Ring, yet too young to be eligible for membership 
to the council, Talendor is quickly earning his place among his dragon kin. He is infamous 
throughout the lands of Kunark for his merciless wrath against those who would dare 
to tread too close to the volcano-side doorway leading into Veeshan's Peak. Talendor is 
a force to be reckoned with and is the scourge of the Skyfire Mountains. 





109 + 


Level 2 














A. To Wakening Lands C. To Skyshrine L2 A. To Skyshrine L3 C. To Skyshrine Li 


B. Dragon Portal to Cobalt Scar B. Outlook 


> ИО +114 


i 


S kyshrine XA 


Level 3 C Level 4 


( 




















( 
( 
1 
( 
| 
4 
( 
4 
{ 
4 
( 
( 
| 
( 
e p——e e . 
A. To Skyshrine L2 C. Exit from Skyshrine Maze A. To Skyshrine 15 C. Library 
B. Skyshrine Maze D. To Skyshrine L4 ( B. Pool Room D. From Skyshrine L3 


22 113€ 





Level 5 © Level 6 








| А. To Skyshrine 17 C. Teleporter to Skyshrine Li 
Dragon Statue 


A. To Skyshrine L4 C. Prison Cells 

B. To Skyshrine L6 f B. From Skyshrine L5 
D. Teleporter to Skyshrine L4 

-S 414 ( +15 


Skyshrine 


Level7 





> #16 





А. To Skyshrine L6 


B. Yelinak's Waiting Room 





C. Yelinak's Chamber 


D. Teleporter to Skyshrine Li 
Dragon Statue 


У о ^ ce, TT Ph Ул 9m Чи Im 


| 


"~ m A 


Bestiary 





Monster Level: Monster Examples: 

20-65 Guardian Gargoyles Frozen Cubes 
Shrine Defenders Racnars 
Shrine Protectors Drakes 


Sentry Golems 








Dangers 


The inhabitants of Skyshrine are not generally hostile, being blind to all racial, religious, 
or professional distinctions. However, adventurers who have chosen to incur the wrath 
of the Claws of Veeshan will find themselves engaged in a merciless assault by the 
shrine's powerful guardians. 


The Claws of Veeshan and their servants who inhabit and maintain the Skyshrine are 
extremely intelligent and coordinated in their efforts. Dare say that it would be suicidal 
to act belligerently without the company of knowledgeable and powerful companions. 


Benefits 


Those who have chosen to ally with the Claws of Veeshan will find Skyshrine feasible to 
inhabit and profitable to visit. Not only does the Skyshrine offer a bank and a multitude 
of merchants who are looking for business, but many of the зћипез intelligent denizens 
will offer significant rewards in return for the completion of various tasks. 


On the other hand, the enemies of the Claws of Veeshan will find the shrine to hold a 
seemingly boundless supply of exciting combat and rare, magical items forged by the 
magic of the dragons themselves. 


Background 


The Skyshrine, known as Ilak Tas Gral to the children of Veeshan, was built at the 
western edge of the great scar by the first dragons Veeshan deposited upon Norrath. 
The dragon city resembles a pipe organ created by a craftsman that was either mad 

or brilliant. Hollow towers abound in a seemingly haphazard pattern, some being 
connected to each other by buttresses for support. These towers are wide enough to 
allow a dragon to maneuver and contain balconies for the dragons to rest and sleep on. 


Of the towers that were built, only four towers remain intact; the rest were destroyed in 
conflicts waged between the dragons themselves. The four that remain are the Tower of 
the Lords, the Tower of Humility, the Mages Tower, and Veeshan's Spire. Near the bottom 
of the city and connected to Veeshan's Spire, lies the inner shrine. It is home to the lone 
remaining guardian of the city, Yelinak the snow dragon. 


WIS 


ЕУ kyshrine 





The Tower of Lords is crafted of mithril and gold. Designed to allow a full sized dragon 
to move through it easily, it is a maze of pitfalls. Now empty, it used to house the dragon 
lords of old. The main city contains both intact and ruined buildings, large enough to 
house the dragons that lived here in the past. The Mages Tower housed dragons that 
conducted the study of magic. Dragon studies are spread throughout the dungeon. 


The towers, built wide to accommodate the children of 
Veeshan, were ruined by inter-dragon conflict. 





Notable NPCs 
Lord Yelinak 


The sole remaining guardian of the 
Skyshrine in the Western Great Scar, 
Yelinak is an ancient snow dragon 
of massive size and power. He is 
allied with the servants of Veeshan 
and is the enemy of the Kromzek and 
Kromrif. He especially despises the 
Kromzek who slew his mate Hsagra 
long ago, and will do just about 
anything to damage them. 


Yelinak remained stubbornly behind 
at Skyshrine when the rest of his 


fellow council members left for other regions in Velious. His icebound lair is deep within 
one of the crevasses of the Scars of Veeshan. He is curious by nature and wise, though 
he his also territorial and defends his home ferociously. 
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Ps Sleepers Tomb 


Bestiary 





Monster Level: Monster Examples: 


50-65 


Ancient Sentries 
Timeworn Gargoyles 
Aged Caretakers 








Dangers 


Sleeper's Tomb is a highly dangerous place for any adventurer fo trek. Before recent ; 
times, the prismatic dragon, Kerafyrm, was imprisoned here in an indefinite and enchante 
slumber by four warders – powerful dragons of pure elemental influence. However, the 
activities of mortals have awakened Kerafyrm, who has fled to an unknown location 
where his power increases each moment. Shortly thereafter, the tomb was overrun by 
strange, powerful, malevolent beings known as the Ancients, also four in number. 

All creatures within the tomb were affected by this transfer of power. Now, any and all 
who enter the tomb are subject to the Ancients’ untamed, limitless hatred for the second 
generation – any who were not created by Veeshan's initial touch upon Norrath. 


Benefits 


With Kerafyrm's recent awakening and the unexpected and fearsome return of the 
Ancients, the tomb has undergone a very dramatic change. Many of the former relics of 
the tomb are now gone - completely devoured by the hungry Ancients. However, the 
essence of the Ancients - containing a magic far beyond anything any Creature upon 
Norrath has seen or possessed before – was bound to some of the remaining treasures 
of the tomb’s former inhabitants, altering their arcane powers. Brave adventurers may 
find such treasures if they are fortunate enough to survive their quest. 


Background 


Numerous landmarks exist among the vast stretch of the great Eastern Wastes. Some are 
testaments to the turmoil on the continent of Velious. Others merely speak of the sheer 
deadliness of the ice-clad land. One, though, a particular pass coming out of the wastes 
is devoid of warm-blooded life and avoided by almost all manner of creature - even 
giant and dragon kind. Through this quiet passage lies the Valley of the Sleeper. 


With its front opened to the wastes and its sides protected by tall and impossibly sharp 
mountains, the Valley of the Sleeper is a place of nervous tranquility. Upon entering the 
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imposing valley, one would hear nothing but the soft whistling of the wind passing 
briefly through the scar, leaving before it disturbed any snow powder - as if even it 
were afraid to touch down upon the ground. The valley stretches two dragons wide, 
enough for an army of men to hold indefinitely against strong opposition. For several 
hundred yards the pass continues, until finally, there emerges a dark stone structure 
that looks like some sort of crypt. 


Past broken stone doors is a gloomy 
passage. Walls that were once proudly 
bedecked in marble, velium ice, granite, 
and precious metals now lay bare. 
Once an expansive underground 
mausoleum, the tomb is now merely a 
series of caverns, broken by time and 
stripped of its grandeur. 


Not exactly a labyrinthine, the tunnels 
seem to follow some sort of logical 
structure. Progressing deeper, the walls 
begin to shine. Stonework, marblework, 
velium, and precious metal plating 
once again glitter as they did in the 
first days the halls were created. All of 
the tunnels eventually spill into one 
semi-circular room, tall as can be seen by the eye. Illuminated by magical torches and 
clad in rich tapestries and rugs, the chamber is dominated by a statue at the back. 
With wings pulled tight to its body, a great horned head resting upon scaled hands, 
and eyes staring at some point in the distance, the dragon statue sits untouched by 
the decay seen in the rest of the halls. 


Deep in Sleeper's Tomb, the great black statue marks 
the place where, for decades, Kerafyrm slumbered. 





It was here that lived four of the most powerful dragons of the primal elements – fire, 
water, earth, and air. In an act of great sacrifice, they dwelled here for decades, channel- 
ing their very essence into magical weaves and locks that bound the mighty Kerafyrm 
in his enchanted slumber. However, the blades of the second generation – those beings 
of an origin other than Veeshan's great claw – have destroyed the sacred guardians and 
unleashed the dreaded sleeper. 


Kerafyrm awaits and replenishes his power in an unknown location. However, it was not 
only Kerafyrm's that awoke, but also his disciples; all arisen through the arrogant actions 
of the would-be second-generation heroes. Truly alarming, four dragons of great power, 
loyal to Kerafyrm since the first crack appeared in their eggs, have been re-awakened. 
Meanwhile, the Ancients that ousted Kerafyrm's wards, build an army for a dark purpose 
that is to be fulfilled with the return of Kerafyrm himself. 
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A. To Lavastorm Mountains 


B. To Nagafen's Lair 





C. Goblin Castle 


D. Gnome Fortress 


Bestiary 





Monster Level: Monster Examples: 
1 0-25 Clockwork Gnome Miners 
Fire Goblins 


Fire Elementals 








Dangers 


Solusek's Eye is not only full of dangerous goblins who would kill anyone entering into 
their territory, but the lava that flows throughout the caverns can melt through the 
sturdiest of armor. The ledges and causeways are oftentimes very narrow here and 
falling into the lava is an ever-present danger. 


Benefits 


If one is brave enough to endure the suffocating heat of the lava and the constant 
torment of the goblins, Solusek's Eye can be a wonderful place to find wealth. The ore 
mined by the goblins and gnomes can be sold for a handsome price to merchants in 
various towns. Also, the shamanistic magic of the goblins has allowed them to craft 
simple trinkets with properties that could prove helpful. 


Background 


Located within the great volcano of the Lavastorm Mountains, Solusek's Eye is a set of 
caverns with molten lava and precious ores running through it. The Solusek Mining 
Company, an intrepid group of gnomes, has come here from their home city of AK anon 
to mine ore and produce tinkered creations. To aid in the excavation of this dangerous 
region, the gnomes have brought with them a horde of clockwork miners who can 
better tolerate the intense heat emanating from the pools and rivers of magma. 


Fire Goblins also make their home here, unaffected by the searing heat. Though the 
mining company and Fire Goblin clan are not in direct conflict, they have no love for 
each other. They do, however, share a hatred for the Solusek Kobolds and the Fire Giants. 
The latter serve the great red dragon, Lord Nagafen, as do the Fire Goblins themselves. 


Those that dare to trek too deeply through Solusek's Eye are advised to be wary of 
stumbling into the lair, for the creatures that lurk there are far more deadly than the 
goblins and fire elementals of Solusek's Eye. The lair is accessed through the innermost 
tunnel system of the complex. 
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— Solurekr Eye 


Notable NPCs 


Fire Goblin King 





When the red dragon, Lord Nagafen, descended upon the desolate, fiery peaks of 
Lavastorm, he compelled the Fire Goblins who had resided in this region for many 


Home to Nagafen's Lair, the fiery tunnel system contains 
a mix of Fire Goblins, Fire Giants, and gnome miners. 





generations to construct for him a 
subterranean lair in the nethermost 
bowls of the immense volcano. 
Lord Nagafen was able to impose 
his will by taking advantage of the 
Fire Goblin king, offering him and his 
heirs an unchallenged role over his 
own people, backed personally by 
the great dragon himself. Dimwitted 
and eager to please this massive, 
god-like creature of immense power, 
the goblins quickly went to work, 
constructing the tunnels and grand 
chamber that would house the 

fire dragon. 


The king has presided over his 


people without opposition or uprising ever since – an occurrence of social stability 
that is quite rare among the goblins of Norrath. To this day, he continues to directly 
oversee the Fire Goblins of Solusek's Eye, answering to Lord Nagafen himself. It is 
known that the goblin king and as his subjects hold a great contempt for the kobolds 
and Fire Giants who protect Nagafen’s lair – a disdain that is borne of jealousy and 


contest for their great fire lord’s favor. 
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Sslitsaw Lair 








A. To the Southern Plains 
of Karana 


В. Splitpaw Jail 
C. Council of Judgement 
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гара Splitpaw Latir 


Bestiary 


Monster Level: Monster Examples: 


20-45 Gnolls 


Dangers 


The Verishe Mal gnolls that replaced the Splitpaw tribe in this subterranean complex 
are extremely territorial and hateful of all Norrathian adventurers. The Verishe Mal boast 
of having an intellect superior to the other gnolls of Norrath; a boast that is not without 
some justification. 


The Verishe Mal forces in the lair are extremely cunning and fight in organized groups. 
It is rare that adventurers will find a single soldier or gnoll scholar. But even if they are 
so fortunate to catch a lone gnoll unaware, adventurers had better be quick to slay their 
foe, for the Verishe Mal, when seriously injured, will flee to nearby chambers and gain 
assistance from backups. 


Benefits 


The Verishe Mal lair is an extremely dangerous place for any adventurer to trespass. 
However, if one has the proper support of trusted companions of comparable power, 
the Splitpaw Lair will serve as an exciting territory to hone collective and individual skills 
in true, unhindered battle. 


Background 


Dug within the very earth of the Southern Plains of Karana, this underground lair was 
built and originally inhabited by the Splitpaw tribe of gnolls indigenous to the area. 
For decades, the Splitpaw gnolls had thrived in this region, causing little havoc to the 
other inhabitants of the southern plains and posing only a minor annoyance to Qeynos 
and its surrounding outposts in the Karana plains. 


In recent times, however, an unheard of clan of gnolls calling themselves the Verishe Mal, 
migrated to the region and slaughtered the entire Splitpaw tribe. Some speculate the 
Verishe Mal are from the nethermost regions of the unexplored Underfoot, while some 
believe them to be from the re-discovered continent of Velious. 
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The Verishe Mal are exceedingly more powerful than any other gnoll tribe to ever prowl 
the face or known underground of Norrath. Cunning, malevolent, and highly intelligent, 
they were not only able to vanquish their foe, but also to quickly revamp the Splitpaw 
complex, establishing their new stronghold in an amazingly short period of time. 


Splitpaw Lair can be identified from the surface regions of the southern Karana plains. 
It's marked by a small copse of earthen 
dunes and gnarled spires, now coated 
in dried blood from the ferocious and 
short battle that was waged between 
the two gnoll tribes. Several Verishe 
Mal warriors and scouts can be found 
patrolling the dunes that mark the 
tunnel entrance to the lair. 


The lair itself is a maze of twisting 
caverns and oddly shaped chambers. 
Verishe Mal scholars from all four 
arcane schools of magic, highly skilled 
warriors, and dark shaman of Serilis 
inhabit every corridor and chamber of 
the subterranean complex. 


Intellectually superior to other gnolls, the Verishe Mal 
fiercely guard the lair they liberated from the Splitpaw. 





Notable NPCs 
The Ishva Mal 


The one known as the Ishva Mal is the leader of the Verishe Mal gnoll tribe. A powerful 
necromancer and highly intelligent master of dark art manipulation, the Ishva Mal was 
instrumental in guiding his people to Antonica and overtaking the Splitpaw. 


Today, the Ishva Mal resides in the nethermost depths of Splitpaw Lair. He continues to 
govern his newly relocated tribe and oversee the continuity of the caste system that is 
the hallmark of their ancient culture. It is widely rumored that it was the Ishva Mal 
himself who researched and ultimately scribed the spell that allows an experienced 
practitioner of necromancy to summon the corpse of the fallen to their feet. Of course, 
the Ishva Mal will not willingly release his secret to the world, jealously guarding it as his 
most prized creation. 
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Basement Level 








А. То Ssraeshza Temple Li 


Srracthza Temple 





B. Mines 


Bestiary 





Monster Level: Monster Examples: 


50-65 Shissar Lich Iksar Slaves 
Shissar Revenant Flesh Golems 


Temple Guards Thought Leeches 








Dangers 


Extremely xenophobic, the Shissar and their minions have no tolerance for any creature 
that dares to penetrate the temple walls. Their intelligence is beyond any known species 
upon Norrath and they are highly adept wielders of the arcane arts. 


Since the Shissar attack in coordinated units, it is imperative that adventurers who seek 
to enter the Ssraeshza Temple enjoy the companionship of many powerful comrades. 
It is also necessary to bear an enchantment that enables one to survive in an airless 
environment, as traveling parties must trek through The Grey to reach the temple area. 


Benefits 


The Temple of Ssraeshza is rumored to hold treasures of a dreadful era long since past 
in Kunark’s history. Relics that have traveled with the ancient, ferocious Shissar are 
rumored to still be in their possession. The magics cast by the Shissar, have, with the 
passage of time, only enhanced these items’ enchantments. 


Background 


The temple of Ssraeshza is an enormous pyramid, built by the Shissar to conduct rituals 
of the black arts undisturbed. Found in The Grey of Luclin, the temple exists both below 
and above ground and its pyramid is constructed from a blue-black metallic substance. 
The sky above the pyramid is perpetually black and stormy, occasionally lit up by a streak 
of lightning. All around the tower, huge slabs of the blue-black metallic ore used in its 
construction can be seen moving in different patterns. 


The entrance to the pyramid is hidden on the shadowed side and opens up to the 
middle floor. Travel between floors is done via cylindrical vacuum columns that allow 
the inhabitants to move up or down. The temple's underlying structure is geometric 
and symmetrical in nature, reflecting the Shissar's core architectural values. 


The mid-section, entry level of the pyramid features the highest concentration of temple 
guards, the guard barracks, and many traps. The upper floors of the temple are where 
the arcane masters reside and perform their rituals. At the very top of the pyramid is a 
large room, with many summoning circles ornately inlaid with magical runes. 
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— Ssraeshza Temple 
The bottom of the temple houses slave workers, merchants, commoners, families of the team A t Moa X Au AS 


guards, and the general populace. The very bottom level is enormous. It has a very high ( 

ceiling that encloses a great many buildings. In the center, there is a one hundred and 

fifty foot tall statue of a snake, made of the same blue-black substance that makes up 

the pyramid. Huge furnaces are in each of the four corners, tended by workers that ( 
smelt the ore used for construction. 


Power and influence in the pyramid 
stems from the very top. The arcane 
masters control every aspect of life in ( 
the temple. Once per day they gather 
in the chapel to hear the high priest 
of the arcane, who stands in the ( 
center and gives a sermon designed 

to instill propaganda and fear. The ( 
guards that protect the masters take ( 
care of any problems they may have. 

They can be found patrolling the ( 
many long corridors of the middle 
and upper sections of the pyramid. 


The highly intelligent Shissar have Iksar slaves to run 
the furnaces and use a vacuum system for quick travel. 


Life in the lower levels is, for the 

most part, quite harsh. A contingent ( 
of Iksar slaves are forced to run the smelting furnaces, clean the temple, and do basically 
all manual labor needed. The slavers and taskmasters run the lower levels. There are also 
some craftsmen and tradesmen, but they are few and far between. ( 





Notable NPCs 


Emperor Ssraeshza 


Emperor Ssraeshza serves as both military and spiritual leader for the Shissar Empire, 
and demands both respect and fear from his subjects. It was his vision that delivered the ( 
Shissar to Luclin from the clutches of the Green, and it is his mastery over the arts of ( 
necromancy, evocation, and the mind that has put him in the position of leadership. 
Few, if any, could stand against him in combat. ( 











А. To Ak anon D. Windmills 


( 
B. To The Lesser Faydark E. Minotaur Caves 
( C. Druid Ring 
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g teamfont Mountains 





Bestiary 





Monster Level: Monster Examples: 


1 -25 Harpies Minotaurs 
Plague Rats Rogue Clockworks 
Onyx Drakes Earth Elementals 





Dangers 


This place is diverse in its inhabitants and deadly to the unwary. Many overzealous 
young adventurers have fallen prey to the hordes of quirky clockwork mechanisms. 


The Steamfont Mountains are also home to the minotaurs – bipedal humanoids with 
the legs and head of a bull – who inhabit the mines in the south. These creatures аге 
extremely ill tempered and ferocious in their protection of the mines. Living among 
them is the dreaded Minotaur Hero, a powerful warrior who, when his ire is boiled to 
the brink with the deaths of his kin, will furiously prowl the mountains in search of 
someone to strike down with his mighty axe. 


The mines are controlled by the mad gnomish necromancer, Meldrath. All who dare 
enter are advised to bring with them reliable companions, for his minotaur guards are 
extremely hostile and very protective of one another. 


Benefits 


The Steamfont Mountains play a very important role for all young gnomish adventurers. 
It provides the only training ground beyond the gates of Ak anon, a first step for pupils 
beginning their journey of discovery upon Norrath. A great variety of fascinating and 
unique creatures thrive in this beautiful mountain area, making the thrill of the hunt all 
the more enjoyable. This region can also be useful to the mid-seasoned adventurer. 


Background 


Named for the natural geysers and springs found in its rocky peaks, these mountains 
surround the gnome city of Ak'anon. It is known that dragons had once dwelled here, 
for the fossilized remains of a very young dragon can be viewed inside a small valley. 
The presence of Steamfont's drakes also indicate that the region may once have had 
some greater significance to the children of Veeshan. However, that history was lost 
long before the arrival of the elves or the surfacing of the gnomes. 
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Today, Steamfont acts as a training ground for young gnomish pupils, as well as for 
those elves and dwarves that brave the dangerous trek through the Lesser Faydark. 
Minotaurs from the mines of Meldrath are among the most challenging foes due to 
their social and cooperative nature. 


The mountains of Steamfont are bordered by the Lesser Faydark to the east, and the 
gates to the glorious subterranean 
city of Ak anon to the far west – gates 
installed safely within a mountain face 
and heavily guarded by some of 

Ak anon's most renown warriors. 


Notable NPCs 
Meldrath the Mad 


It is remarked that Meldrath had a 
conjoined twin with whom he was 
connected at the chest. One boy's 
heart was as pure as the waters of the 
Vasty Deep, and his eyes shone with a 
beautiful light; the other's heart was 
as dark and cold as the waters of the 
Ink Sea, and his eyes were as black as 
two pools of oil. Their two hearts beat as one, each balanced by the extreme of the other. 
So balanced were they that both were known as Meldrath because no one thought of 
them as two; the extremes of their souls were not even suspected. They lived in peace, 
gliding through Ak'anon wrapped in each other's arms like slow dancers. 


Gnomish pupils can thrive in the hills, but they must 
beware of rogue clockworks and Meldrath's vengeance. 





Meldrath's mother, however, wanted the two sons she thought she deserved and sought 
ways to disconnect them. One day Fizzlethorpe Bristlebane, ruler of the Plane of Mischief, 
disguised himself as a healer and gave their mother a magic sword to separate them. 
She ran home and, finding them asleep, plunged the sword between them. Alive and 
unharmed, the two rubbed their eyes sleepily. 


She rejoiced, but as she looked from one to the other she noticed for the first time that 

one was beautiful and the other ugly. One looked at her with loving, sweet eyes and the 
other with hatred. Suddenly, the beautiful Meldrath began to rise higher and higher into 
the air. The mother screamed and tried to hold him down but the ugly Meldrath bit her 
leg and stomped her foot. The beautiful Meldrath floated up from the surface of Norrath 

and into the sky and was never seen again. 
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S teamfont Mountains 


The ugly Meldrath was cast out by his bitter, angry mother and rejected by the people 
of AK'anon. He traveled to the east coast of the Steamfont Mountains, where he resides 
to this day. In the decades that have passed, Meldrath's hold upon the Steamfont has 
become absolute - the drakes, harpies, and minotaurs have all fallen under his tight, 
malignant grip. The minotaurs have since constructed a mining complex where Meldrath 
resides, overseeing the production of metals used to construct much of the clockwork 
mechanisms found throughout Steamfont and Ak anon. Meldrath's ultimate agenda is 
not known, although some fear that it may be too late to stop this mad and hateful 
necromancer, whatever his designs may be. 


It is not an uncommon occurrence for young gnomish adventurers, or even the sturdier 
gnome guards who patrol the Steamfont Mountains, to disappear and never be heard 
from again. Many believe this to be the work of Meldrath, who has made clear his hatred 
and desire for revenge upon the people of Ak anon. 





Stoxnebruxt Mountains 














A. To The Warrens 





B. Town of Kejek 
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_ Stonebrunt Mountains 





Bestiary 








Monster Level: Monster Examples: 
1 5-35 Rabbits Jungle Spiritlings 
Kejekan Kejek Leopards 
Kejek Tigers Granitebacks 
Kobolds 
Dangers 


The harsh terrain of the Stonebrunt Mountains can present difficulties to the unprepared. 
One can easily fall to their death if not careful when scaling the mountain side. One must 
also be respectful of the Kejekan tribe that dwells here, for to invoke their wrath would 
be foolhardy, for they boast incredibly skilled warriors and shamans whose spiritual 
focus is unrivaled upon the whole of Odus. 


Benefits 


The Stonebrunt Mountains offer an ideal hunting ground for those Erudites that have 
graduated beyond the Warrens and find the kobold inhabitants there to be trivial to 
their progression. 


Lying just beyond the Warrens, the idyllic Stonebrunt Mountains are unique to Odus in 
both climate and inhabitants. One can find the Kejekan village atop Mt. Klaw, where 
adventurers may find shelter – so long as they do not practice the dark arts, wield the 
dark blade of a shadowknight, or pledge faith to a malevolent deity. The Kejekan offer 
supplies useful in this region for a fair price; one may even be so fortunate as to have 
the opportunity to fulfill the requests of the villagers. 


Background 


The Stonebrunt Mountains bisect the continent of Odus with their high-reaching peaks. 
The lower altitudes of the mountain range are semi-tropical with bamboo and other thin 
trees atop a carpet of grass. The many small canyons and valleys that riddle the lower 
mountains teem with jungle foliage that is fed by the waters that flow from the peaks. 


In the higher altitudes, tall peaks rise above the line of demarcation, reaching a sub- 
arctic climate. During the warmer seasons, some of the lower snow caps feed tributaries 
and streams that provide water to the jungles and eventually empty into the Vasty Deep 
and the Gulf of Uzun. 
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Kobolds often emerge from their subterranean Warrens to hunt in the jungles of the 
Stonebrunt for nourishment without fear of the Erudites that wage war with them on 
the western half of the continent. 


The largest and tallest of the Stonebrunt Mountains is known as Mt. Klaw. In a sheltered 
plateau above the tree line on the snowcapped peak of Mt. Klaw is the kerran village 
of Kejeka. The kerran that inhabit Kejeka survived the mass exodus to Kerra Isle, forced 
by the arrival of the Erudites on the 
continent of Odus. The white-furred 
Kejekan have adapted to the high 
altitude and climate of Mt. Klaw and 
have a survivalist mentality, having 
no use for the sickly or weak. 


The kobolds who hunt in the jungle 
valley stay clear of the high altitudes 
but they are well aware that there is a 
tribe of kerrans that makes its home 
somewhere on the high peaks. On the 
rare occasion that the kerrans and 


the kobold hunters do meet, violence —À Р 
typically ensues. The warriors and shamans of the Kejekan work to 
preserve the anonymity of their mountain top village. 





Notable NPCs 
The Kejekan 


Unlike their matriarchal cousins of the islands, the Kejekan of Stonebrunt live under a 
patriarchal monarch. They are also of a more spiritual bent than the islanders. 


The Kejekan society is divided along three primary groups. The shamans of the Kejekan 
follow a code of beliefs set down by a long deceased prophet, Okanjo. They are the 
ruling class of the village. Beneath the shamans are the monks who teach the young 
kerrans to fight with their teeth and claws and to gain wisdom through meditation. 
Lastly, the working class of the Kejekans is primarily composed of the kerran females. 


The Kejekan are aware that they are among the last of their species. They believe that 
the kerrans who fled to Kerra Isle were wrong to continue warring with the Erudites. 
The Kejekan mystics hope to one day make peace with the Erudites, but for now are 
content to avoid confrontation. In order to preserve the existence of their race, the 
Kejekan feel compelled to defend their village, their isolation, and their anonymity. 
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А. To the Qeynos Hills 








B. Druid Portal 


Bestiary 





Monster Level: Monster Examples: 
Brown Bears 


5 -20 Cave Bears 
Gnolls 
Cave Bats 
Bear Cubs 








Dangers 


The Surefall Glade poses no threat to those adventurers who are not of dark persuasion 
in either race, religious faith, or profession. However, any that dare to slay the protected 
bears of the glade will quickly find themselves subject to the brutal, merciless wrath of 
the Jaggedpine Tree Folk who have vowed to protect these noble creatures. 


Those who have earned the disdain of the Jaggedpine Tree Folk for whatever reasons 
will find this place to be extremely inhospitable, for the druids and rangers that dwell 
here are masters in their art and will immediately slay those who have offended them 
as their duty to nature impels. 


Benefits 


Within the Surefall Glade, the young druids and rangers of Qeynos will find guildmasters 
who will set them upon the first path of their long venture. 


The glade is also home to several merchants; any adventurers who are welcome in the 
glade may sell their wares and purchase supplies and fletching materials. 


Background 


Located inside the southeastern edge of the recently re-opened Jaggedpine Forest, and 
just outside of Qeynos Hills, the Surefall Glade is home to the human and half elf rangers 
and druids of Karana. This community is otherwise known as the Jaggedpine Tree Folk. 
This glade is allied with Qeynos and is formerly part of its territory, although the rangers 
and druids enjoy self-rule, operating outside the laws and regulations that are enforced 
by Qeynos. 


The glade itself is a very beautiful, peaceful place described by a high wall of granite 
that separates it from the rest of the Jaggedpine Forest. Many enormous redwoods 
may be found here, limiting the amount of sunlight that enters the dense woodlands. 
A small, crystalline pond can be found in the glade, fed by a gentle waterfall pouring 
over a massive cliff. 
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Overlooking the pond, the granite cliff contains winding caves where the bears of the 
glade reside with the unfailing protection of the Jaggedpine Tree Folk. In one section 
of the caves, deep crystal pools of water cover the ground, having somehow seeped 

into the cave system from the nearby Hatchling River. In most instances, the caves are 
extremely peaceful and quite lovely, but one must be careful not to invoke the bears' 
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The druids and rangers of the Jaggedpine Tree Folk 
_ passionately protect the purity of their beloved glade. 


Notable NPCs 


Mammoth 





tempers, else one finds himself not 
only at the mercy of the ferocious 
creatures, but of the Jaggedpine 
Tree Folk as well. 


The ranges and druids have put up 
several buildings within this cozy 
corner of the vast Jaggedpine Forest. 
Their small wooden and stonework 
structures do nothing to compromise 
the natural purity of the region. Near 
a crystalline pond, the rangers can be 
found practicing their art – archery. 
The druids live inside the glade's 
largest redwood, having settled 
within an enormous gap that formed 
in the ancient tree centuries ago. 


Native to the Jaggedpine Forest, this ursine behemoth is rumored to be the eldest living 
bear upon Antonica. The gigantic grizzly, dubbed “Mammoth” by the Jaggedpine Tree 
Folk, has relocated to the peaceful glade in the recent decade. 


Mammoth and his fellow ursine kin that dwell within the caves are fervently protected 
by the Jaggedpine Tree Folk. This protection can be superfluous, for adventurers who 
are foolish enough to invoke Mammoth's wrath would likely fall to his massive claws 
and bite before any Jaggedpine Tree Folk could be alerted. 
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t Swamp of No Hope 


Bestiary 





Monster Level: Monster Examples: 





Frogloks 
1 0-25 Carnivorous Plants 
Skeletons 
Iksar Troopers 
Mosquitoes 
Dangers 


The swamp's close proximity to the Iksar city of Cabilis is misleading since most of the 
swamps inhabitants are far more deadly and cunning than fledgling Iksarian adventurers 
can withstand. The young novices can easily fall prey to the dangers of the swamp, never 
to be heard from again. Still, many young Iksar will eventually develop skills to the point 
of being able to successfully hunt this dank, marshy region. 


Benefits 


The Swamp of No Hope is a suitable hunting environment for Iksar who have graduated 
in strength and power from the Field of Bone. The drastic climactic change from the 
desolate, desert-like wasteland of the Field of Bone to the lush, tropical swampland of 
the Swamp of No Hope may be somewhat refreshing to those eager for a change. 


The frogloks of Krup should also be of value to the young and growing Iksar students. 
Gold and other desirable items to young trainees are plentiful in the belongings of 
the amphibious humanoids. 


Background 


This Swamp of No Hope was named by a group of humans who tried in vain to estab- 
lish a colony within its murky borders. It is home to many creatures, including frogloks 
and beautiful, but deadly, carnivorous plants. 


Krup, the capital city of the frogloks of the Swamp of No Hope, is a spiraling structure of 
wooden platforms and huts. Adventurers are advised to be cautious when attempting to 
climb this awkward structure, else they will plummet to the murky swamps below - often 
to their deaths. As can be expected, frogloks swarm throughout the city, making it all 
the more dangerous and exciting for brave and daring adventurers. 
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The gates of Cabilis lay close by, as the marsh the city was built upon evolved from 
The Swamp of No Hope. Many Iksar can be found patrolling the swampland, protecting 
the city of Eastern Cabilis from unwanted intruders. It is also believed that the Iksar are 
attempting to extend their boundaries of influence across the continent, sending out 
more advanced troops in their attempts to resurrect the glory of the Empire of Old. 


Opposite Cabilis' gates, the Swamp of 
No Hope borders the deadly, tropical 
mountain range of Trakanon's Teeth 
and the ruins of Sebilis, the former 
capital of the Iksarian Empire. 

A cave system, which feeds a large 
waterfall, connects the dangerous 
jungle to the lowland swamp. 


Notable NPCs 


Kunark Frogloks 


A lesser amphibious race once 
enslaved by the Iksar, the frogloks 
played a crucial role in the slave 
uprisings of the end days. Now, 

they lead a tribal existence upon the 
Swamp of No Hope. They are deathly afraid of óutsiders, for their prophecies say that 
newcomers will arrive to enslave them yet again. Hence, they have been very hostile 
toward the establishment of Firiona Vie. 


The swampy froglok capital of Krup is virulently hostile 
toward Iksar intruders. 





The frogloks worship Veeshan and revere Trakanon as her angel of liberation. They make 
occasional pilgrimages to Dragon Drool Lake in order to set offerings there to Trakanon. 
They have little contact with other races, and if they have a numerical advantage, will 

slay Iksar on sight. The frogloks of the swamp are governed by the shaman king, Lupzlup. 
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f. Temple of Oda The tg 


Bestiary 





Monster Level: Monster Examples: 
Lifestealer Mosquitoes Tae Ew Warriors 
45-65 Greenblood Piranhas ^ Shiverback Gorillas 
Tae Ew Spiritcallers Ooze 
Tae Ew Bloodcallers 





Dangers 


Once considered a desirable place for eager and ambitious adventurers to explore, 
the Temple of Cazic-Thule has become dark and vicious due to a recent infestation of 
The Faceless' minions. Now it is rumored to be as deadly as the Plane of Fear itself. 
Any adventurer who wishes to enter this enormous structure hidden within the depths 
of the Feerott is advised to do so only when they have attained significant power and 
are with the company of dependable allies. 


The Tae Ew lizardmen who patrol the temple were given a gift by their lord, The Faceless, 
as a reward for their zealous loyalty – the gift of his very touch. With that came a boost 
to their intelligence, making them all the more formidable in battle. Wandering lizardmen 
guards and priests are eager to join the fight, and should be looked out for with a sharp 
eye, lest their attentions result in the lives of all concerned being extinguished. To make 
things even more grim, they will often bring with them a small army of their brethren to 
greet irreverent adventurers. 


It is even said that The Faceless himself sent many of his planar minions into the temple, 
which only heightened its infamy throughout Norrath. All inhabitants of the temple are 
powers unto themselves and are not to be trifled with. 


Benefits 


With the taint of The Faceless having completely overcome the temple, many relics and 
artifacts have been introduced. Successful adventurers will likely find many a treasure 
here – treasure rumored to have been forged by the power of The Faceless himself 
through his most adept priests and knights. 


The Temple of Cazic-Thule is an attractive locale for the brave adventurer. The Tae Ew 
present formidable adversaries to the most seasoned of warriors, wizards, and priests 
enabling rapid progression of skills and personal growth. 





Background 


Deep inside the ominous Feerott Jungle lies the Lost Temple of Cazic-Thule, Lord of Fear. 
The temple is populated by Cazicite priests and cannibalistic lizard people known as the 
Tae Ew, and is protected by deadly traps. Rumors of a huge treasure hoard deep within 
the temple makes this a much sought-after site for adventurers. 


No one knows how the pyramids 
were built out of heavy white marble 
blocks foreign to the continent. 
Some believe Cazic-Thule himself 
transplanted the blocks there as a 
gift to the resident Alliz Tae Ew. 


The jungle is constantly trying to 
overgrow and overtake the temple. 

A high wall, covered with moss and 
the cracks of age, encloses the temple, 
presenting a formidable obstacle. 

The temple is further fortified by 
poisonous plants, clever traps, and 
the dense jungle foliage which 
camouflages the temple almost to 
the point of invisibility. 


Beings from the Plane of Fear and the lizardmen of 
Tae Ew guard the temple' incredible treasures. 





The Cazicite tribe of lizardmen was founded by patriarch Tool Haslick who channeled 
the Lord of Fear, Cazic-Thule, and foretold the coming of the great Cazicsitic Plague, 
which affected victims by turning their insides into ooze. It is believed that Cazic himself 
inspired Haslick to become the first cannibal of his race. Since other members did not 
approve, Haslick and his followers fled the colony and settled in the Lost Temple. 


When the cannibalistic Tae Ew appeased their deity through worship and by obeying 
his wish to spread his infamy across Norrath, The Faceless reached down to his loyal 
followers in appreciation. He granted unto them increased vigor, power, and blood lust – 
all useful to ensure the destruction of those who would dare enter his sacred temple. 


It is thought that as he blessed the Tae Ew, a rift opened up between the Plane of Fear 
and the primal world, wherein many planar beings flooded into the temple. Some believe 
that this breaching of the mortal and divine realms represented the fulfillment of Haslick's 
ancient prophetic vision. Whatever the truth, it is no mistaking that these loyal temple 
guardians are incredibly lethal despite being displaced from their native domain. 
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ба Temple of So lusek Ro 


Bestiary Notable NPCs 


Tazgar 





Monster Level: Monster Examples: 


N/A МЕКЕ This Efreeti Lord is believed to be а minion sent from the Plane of Sun, the astral realm 


of Solusek Ro, to oversee the temple and ensure that its inhabitants not lose sight 
of their purpose. Stoic, commanding, and entirely without emotion, Tazgar is beyond 
mortal comprehension – and is quite 
aware of this. Any mortal that dares 
to enter his chamber and disturb him 
will be met with disdain, for he is 
not one to be trifled with mundane 
mortal affairs. 








Dangers 


The Temple of Solusek Ro is hospitable to all adventurers and poses no intrinsic threat 
to anyone. However, those who anger the Efreeti Lord, Tazgar, will find themselves quickly 
expelled from this sacred place. 


Benefits 


The Temple of Solusek Ro is dedicated to advancing the individual progress of all 
Norrath's adventurers. Many of the temple's inhabitants will send willing adventurers 
on quests to prove themselves worthy of recognition by the temple. Through the trial 
and error of these quests, individual power will be strengthened. 


Solusek Ro's red stone walls are welcome sights for all 
adventurers looking to increase their powers. 





All four schools of the arcane magics will find suitable members of the Temple of 
Solusek Ro to guide them onward toward the acquisition of further skill. Clerics are 
also recognized in the temple and will find the wisdom to venture further into their 
very spirits and strengthen their faith through the temple's teachings. 


Background 


The Tempe of Solusek Ro is a sanctuary built into the fiery mountains of Lavastorm, 
overlooking the great, inverted volcano of Solusek's Eye. Within the temple walls carved 
of black steel and fiery red stone, dedicated followers from all of Norrath's races come 
to pay homage to Solusek Ro and pursue further training in their chosen profession. 
The temple's residents are said to forge many magical pieces of armor and weapons to 
be bestowed upon adventurers who willingly embark on quests to enhance their skills, A 
as is the way of the followers of Solusek Ro. ( 
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This temple is well kept by the wards of Ro. Small imps move about the fiery temple to ( 
ensure everything is in order and that adventurers are not overstaying their welcome. 
Combat is not welcome within the temple, for this is a place of learning, not violence. C 


If one defies this rule, the fierce wrath of the temple will descend without mercy. 
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Temsle of Veerhan 


Level 3 
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Bestiary 





Monster Level: Monster Examples: 


45-65 Racnars Faerie Dragons 


Drakes Wurms 
Dragons Wyverns 








Dangers 


All are forbidden to enter the sacred temple, whether or not one is allied with the 
Claws of Veeshan. The might of the fearsome dragons that dwell here will come down 
on any of non-dragon descent or not of dragon kin blood. 


Those who come to the sacred Temple of Veeshan are strongly advised to do so with 
the aid of many powerful companions, for the inhabitants of the temple are incredibly 
strong and versatile. Indeed, most find success elusive in the sacred halls of dragon kind. 


Benefits 


Since the second generation’s arrival upon the formerly lost continent of Velious, many 
plucky, brave, and equally foolish adventurers, would-be heroes and anti-heroes have 
entered the temple in search of fame and power. 


Not many of the second generation (those who are not of dragon descent or blood) 
have been successful in such endeavors. However, a few armies of talented, coordinated 
and powerful adventurers have found success and the rewards they sought. Many relics 
and artifacts of great power, forged from the magical energy the dragons derive from 
their worship of the divine Wurm Queen, have been retrieved from the nethermost 
depths of the temple. 


Background 


Located in the most remote of the Scars of Veeshan, the temple is similar to Veeshan's 
Peak, but linked to the Plane of Sky where Veeshan herself dwells in unassailable might. 


Where the Ring of Scale upon Norrath is loud, active and brash, the dragons of Velious 
are quiet, reserved, and most often, withdrawn. The Velious dragons are ancient beyond 
reckoning, having existed almost since the beginning of the creation of the other gods’ 
children and well before any recorded history. Their age, experience and wisdom make 
the dragons prone to bouts of long contemplation. They spend much of their time 
resting or in devout meditation to Veeshan. 
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This isn't to say they cannot, or will not, stretch their wings. They keep a watchful eye 

on the holy scars and the rest of their domain, venting their wrath upon all intruders. ( 
Such have the Storm Giants learned after their attempts to expand their domain into 
the dragons’ lands ended in disaster. 


The Temple of Veeshan is a place of gathering and devotion to the great crystalline 
mother, Veeshan. Here dragons will 
spend months of quiet prayer. It is 
their most holy, spiritual place. 


A strange gateway of proportions so 

immense that it would take every 

craftsman in every known continent 

decades to construct, stands alone in 

the Western Wastes, with no visible ( 
walls or support structure. The gate 

itself is a color-shifting swirl of magic, ( 
pulsing with raw power. Nothing else ( 
beyond the gate can be seen. 


The sacred temple in the scars is forbidden to all of the Passing through the-gateway is com 


second generation – or those not of dragon descent. mitting oneself to an experience best \ 
i — left untold, other than to say it is as if 


the universe itself was splitting your 
soul by digging through it with a great scaled claw. After this ordeal, one's first sight is 
of the long Hall of Remembrance. Hundreds of feet long and twice as tall as the tallest 
of the first race of Norrath, the hall has stone walls with intricately carved historical 
murals and jeweled with gems that would make a man as rich as any city in the world. 





Notable NPCs 
Vulak^ Aer 


An elder dragon of unfathomable power, Vulak Aer was the overseer of the sacred 
Temple of Veeshan. Recently, this ancient creature disappeared from the face of Velious. 
Many believe that he ascended to the realm of his matron deity, Veeshan, in the ethereal 
Plane of Sky. Others believe that he attained the status of Ancient and left Norrath to 
pursue the limitless knowledge and wisdom to be found in the outer cosmos. 





Ушак Aer has been known to return to Norrath in times of crisis - when the temple is 
defiled with the presence of the other gods' children, the second generation. When he 
returns, Vulak Aer's rage is fearsome to even the bravest and most stalwart of knights. A= To Katta Castellum 








C. Vampyre Fortress 
B. To Grimling Forest 
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__ "Texehrour Mountains 


Bestiary 





Monster Level: Monster Examples: 
Grol Baku 

30-50 Vampyres 
Vampyre Volatilis 
Grimlings 





Dangers 


Travelers from Katta Castellum should be wary of the Tenebrous Mountains at night 
when the unholy vampyres and their even more grotesque and twisted cousins, the 
Vampyre Volatilis prey upon adventurers with an insatiable hunger. 


Benefits 


The Tenebrous Mountains provide a unique Luclin environment for adventuring parties. 
In particular, the vampyres and their slaves have salvaged many items of note from their 
victims. These twisted creatures are a repository of gold and enchanted treasure. 


The Validus Custodus of Katta Castellum often engage in skirmishes with the hated 
vampyre encampments. Daring adventurers who wish to rid Luclin of the vile vampyre 
infestation, may gain recognition by joining the Validus Custodus in their fight. 


Background 


The Tenebrous Mountains reach toward the skies north of the Shadow Forest on the 
dark side of Luclin. While the higher altitudes of the mountain range are illuminated by 
the perpetual starlit night sky, the lower altitudes are cloaked in the dark shadows of 
the mountains. The vegetation and eerie light of the Shadow Forest extends into the 
mountains at lower altitudes, thinning out midway up the face. The western edge of 
the Tenebrous Mountains is composed of cliffs that cascade into the deceptively calm 
Twilight Sea. Perched on the cliff edge and extending down its face is the city of the 
Combine Loyalists, Katta Castellum. 


The gnarled grimlings lurk in the forested shade of the lower altitudes. They comb 
the mountainsides searching for subterranean deposits of rich, phosphorescent ore. 
Due to the abundance of the ore, the grimlings have managed to establish a small 
mining operation in the Tenebrous region. In addition, the elusive wind tegi roam the 
higher altitudes of the mountains, while stone tegi lurk in the crevices down below. 
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Vampyres that have fled from the persecution of the Combine city have formed small 
coteries in the Tenebrous area. These coteries will on occasion, invade Katta Castellum 
and capture young men and woman to feed upon and keep as slaves. 


Several coteries of vampyres have set up semi-permanent camps in the Tenebrous 
Mountains. The structures of the camps are a mixture of native materials and bones of 
their Combine victims. A coterie of 
Vampyre Volatilis has constructed a 
small fortress near the top of one of 
the highest peaks. The leader of the 
coterie and lord of the fortress is 

a very powerful Vampyre Volatilis 
known as Valdanov Zevfeer. 


The curse of vampirism has been 
widespread since the arrival of the 
Combine races on the dark side of 
Luclin. At some point, a new species 
of vampyre emerged in the lands of 
perpetual night – the Vampyre Volatilis, = 
or Winged Vampire. They resemble S eser 
standard vampyres, with a few notable The horrific, bat-like Vampyre Volatilis feed upon 


differences. Vampyre Volatilis, of hapless ап on the dark үш 
humanoid or wolf form, have bat-like 

wings protruding from their shoulder blades, enabling them to fly short distances 

or glide great lengths from higher altitudes. Their eyes do not have the red glow of 
standard vampyres, but instead are large and pitch black with no visible irises or pupils. 





Notable NPCs 


Valdanov Zevfeer 


Believed to be a former resident of Katta Castellum and an alchemist of some renown, 
Valdanov Zevfeer is the father of the greatest monstrosity to walk the face of Norrath - 
the Vampyre Volatilis. Some say his creation is the horrific result of imbibing the blood 
of the immortal Akheva – beautiful, vicious, and intelligent beings created by the 
Maiden of Shadows, Luclin, to watch over her namesake domain upon the prime. 


Valdanov left Katta Castellum in secret before the Validus Custodus discovered his 
abominable nature. He then established a small coterie of the Vampyre Volatilis within 
the Tenebrous Mountains, where the blessed lack of sunlight was a distinct advantage. 
To this day, Valdanov Zevfeer continues his experimentation with the blood of native 
Luclin creatures, enhancing his evolution as a monster of the night. 
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Thurgadin 


Bestiary 


Monster Level: Monster Examples: 
N/A None 
Dangers 


The Coldain city of Thurgadin is hospitable and tolerant of all adventurers without bias. 
However, one should be wary of offending the Coldain people, for their warriors have a 
sense of indignation that is not to be underestimated. 


Benefits 


Those who retain the goodwill of the Coldain will find Thurgadin to be a place of great 
purpose and versatility. The Coldain are renowned craftsmen and adventurers may 
put in orders for the forging of great weapons and armor. If one is not skilled in the 
ways of blacksmithing, the Coldain will gladly supply their already-crafted wares to 
the highest bidder. 


Supplies may also be acquired here for the long journey through the dangerous frozen 
wastes of Velious or even to explore the recently discovered city mines. One may also 
choose to have their souls bound to this city, as the situation dictates. 


Background 


Thurgadin is constructed in a heavily defensive posture. Long tunnels lined with murder 
holes are the only ways to advance into the city. Mines burrow deep into the mountains, 
some ending in cleverly hidden and easily collapsible escape hatches for quick access to 
the Great Divide. Carefully disguised guard towers were built atop the peaks surrounding 
the city to give the dwarves early warning of the presence of any uninvited guests. 
Guarding the entrance to the city is Breakstone Bridge. The Coldain have carved walls 
with murder holes on each side of the bridge. When facing a dire threat, they can 
collapse the bridge with a simple flick of a switch. 


At the heart of the city lies Icewell Castle where the Dain and his council of advisors 
reside and deliberate. Surrounding the castle are the forges and shops that make up the 
mainstay of Coldain life. Perhaps the greatest architectural wonder of the city lies in the 
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lower caves beneath Icewell, a place known as the Hall of Ancestors. Here the great Dains 
and Coldain heroes of yore are buried in an ice wall, creating a kind of macabre museum. 


The Pit is the bottom-most layer of Thurgadin and is more of a natural cavern than a 
planned construction. The Coldain rarely take prisoners, and so they took it upon them- 
selves to populate The Pit with some particularly nasty creatures. The Pit has no way 
down into it save for jumping off 
Breakstone Bridge or falling down the 
Icewell. On one side of The Pit, the 
Icewell dumps out into a frozen lake, 
while the other narrows to a tunnel 
leading to a dead-end cave. This cave 
is the home of a giant Yeti, the most 
fearsome danger of The Pit. There is 
only one way out of The Pit, and it is a 
recent addition. A rebellious Coldain 
miner managed to sneak his pick 
under his garb before dropping in. 

He used the pick to make a hole in the 
frozen lake and swam out through a 
series of small underwater tunnels 
that connect with Daggerflow River. coll e bridge with der holes on each side. 





Remembrance Park is an historical ice 

sculpture garden. Two of the sculptures in Remembrance Park are of particular import, 
and are visited quite frequently by Coldain to pay respects to their history. The first is 
of Colin Dain and shows him fighting against the Frost Giants that drove the Coldain 
into their first exile. The second shows Glight Snowchipper sacrificing himself to halt the 
Frost Giant advance. Remembrance Park also houses some specially trained ice creatures 
that will fight any who threaten a citizen of Thurgadin. 


The Mines of Thurgadin are quite extensive. Recent additions to the mines have unlocked 
a series of caves of unknown depth and complexity. Any Coldain that has entered this 
newly discovered system has not come back. 


There are many small houses just outside the mines. This area is of lower quality than 
the majority of the city, and houses mostly miners and smiths. The most renowned bar 
in Thuraadin – The Мейит Keg – serves its mighty brew from this location. It has alcohol 
of such potency that it will even warm the Dain's bones on a cold night. 


The Church District of Thurgadin lies through a tunnel to the west of the city proper. 
Here dwells the clerics and paladins of the Coldain along with the Temple of Lore. 
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| Thurgadin | 


The Temple of Lore is a shrine to both Brell Serilis and the history of the Coldain. Priests 

of the temple are also loremasters; each one is required to memorize a chapter of their 

people's history. Tapestries line the walls of the temple depicting great moments in ( 
Coldain history. The temple also contains the only library in the city – where the scrolls 

of the ancestors are preserved with great care. No one but loremasters are permitted to 

touch the scrolls and they are prepared to defend them at all cost. The loremasters will 

happily recite their memorized scrolls for those who are interested in Coldain history. 

And in Thurgadin, not being interested in Coldain history can be a dangerous thing. 


Timorous D 





The Iceragers are the fanatical paladins of Brell Serilis, and their guildhall and training 
center also lie within the church district. These paladins are unlike any others in Norrath. 
Complete fanatics, they will go into a holy berserker frenzy when engaged in combat. 
They are constantly training, preparing themselves to lay low the enemies of Brell and 
the Coldain. The paladins can almost always be observed doing training exercises in the 
courtyard of the hall. 


The residential district of the Thurgadin can be found through a tunnel to the northwest 
of the main city. Probably the smallest area of Thurgadin, it is where many of the citizens 
spend their nights and raise their families. A small farming warren and a few scattered 
bars make this area the ideal spot for rest and relaxation. The homes in Thurgadin are 
drab, squat, and square. Outlanders are generally unwelcome in this area and will be í 
told as much, if not attacked outright. 











A. Firepot Room D. Tropical Hideaway 
B. Shuttle to Oasis E. Docks to the Overthere 


C. Docks to Butcherblock 
and Firiona Vie 
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— Timorour Deep 


Bestiary 





Monster Level: Monster Examples: 


Spirocs 

1 0-5 5 Bandits 
Pirates 
Ogre Settlers 
Raptors 





Dangers 


Needless to say, one would not hope to be stranded upon the waters of Timorous Deep. 
Many unfortunates have fallen over the sides of the rather unstable Bloated Belly – the 
ogre vessel that takes the anti-heroes of Norrath across the Timorous Deep to their 
outpost upon the Overthere. The waters of the Timorous Deep are incredibly deep and 
seemingly endless in their vast expanse, cradling the continent of Kunark and reaching 
beyond to the south. 


Many inhospitable creatures have adapted to survive in this area, such as the ferocious 
raptors — master predators that, due to the scarcity of available food, will hunt just about 
anything that catches their eye. 


Bandits make their home in the submerged graveyard of sunken vessels, remnants from 
Ене Sathir’s final battle upon the waters of Timorous Deep. They are highly dangerous to 
the unwary and foolhardy. 


It is believed that the ancient oceanic monster known as Faydedar enters the waters 
of the Timorous Deep from a channel that feeds the Lake of Ill Omen. This creature is 
widely feared, but for centuries was thought nothing more than a mythological creation 
designed to instill fear in fishermen and sailors. 


Benefits 


To travel to the ogre outpost of the Overthere from the Oasis of Marr in Antonica, one 
must first embark upon a small skiff that will take them to the waters of Timorous Deep. 
From there, one may board the Bloated Belly, the ogre vessel that will take them in 
relative safely across the deep blue waters of Timorous to their destination. 


The Maiden's Voyage, the elven ship originating from Firiona Vie, also sails these waters. 
From the docks of Butcherblock, one must find passage out to sea where the enchanted 
elven vessel awaits. 
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Timorous Deep also has many places for a wide range of adventuring. Among the various 
creatures are the spirocs, cousins of the aviak, who can be hunted for generous bounties 
of gold and experience. 


Background 


The Timorous Deep is a vast ocean of 
deep blue, murky waters that sepa- 
rates Antonica, Faydwer, and Kunark. 
Several isles are scattered throughout 
the inhabitable tropical portion of the 
ocean. These islands host an array of 
wild species as well as a diversity 

of civilized settlers from Antonica. 


The isle where the docks for the 
Bloated Belly can be found, has been 
overrun by the ogres who built the 
vessel. A few stone huts, similar to 
those found in Oggok, are stationed S у Fo Зи ism 
near the docks to house the deck 

hands that tend to both the ship and 
the dock itself. 


Isles of great diversity can be visited by booking passage 
on the ogre or elven vessels that sail the Timorous. 





A small spiroc village can be found nearby. These relatively passive creatures are cousins 
to the aviaks of Antonica and are believed to be a branch of the tribe that dwells in the 
Ocean of Tears. Because they offer a formidable challenge in combat, many adventurers 
choose to hunt the beautiful bipedal birdmen. 


Within the center of Timorous Deep, far beyond the reach of any of the other islands, is 
a lone, tropical hideaway. A few have found this mysterious isle and entered its beautiful, 
quaint lagoon interior. A small hut with a wooden bridge can be found there, with signs 
indicating that it is home to a powerful and xenophobic hermit. 
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Bestiary 


Monster Level: Monster Examples: 
1 5-5 2 Vampires Ice Spectres 
Vampire Bats Hags 


Undead Gnolls Erudite Ghosts 


Dangers 


Entering the incorporeal gates of the Tower of Frozen Shadow is typically an exercise in 
sheer folly. Many hostile creatures, all beneath the control of the tower's Mistress, dwell 
in every corner of this fantastic, ghastly stronghold. 


The tower is divided into seven distinct levels, each requiring the acquisition of a key 
to advance to the next. These keys are held by powerful minions of the Mistress, who 
increase in strength and power with each new level. 


Adventurers who come to the Tower of Frozen Shadow are advised to do so with the 
company of a sound group of companions, as most of the tower's inhabitants attack in 
groups and are often found in the company of their allies. 


Benefits 


The Tower of Frozen Shadow is a diverse environment that changes from floor to floor. 
The creatures also offer a formidable challenge, keeping groups of adventurers on their 
toes and working together closely. 


The Tower of Frozen Shadow is rumored to contain many riches and magical items that 
would be extremely beneficial to any mid-seasoned adventurer. 


Background 


The Tower of Frozen Shadow is at once grotesque and hauntingly beautiful. It is built 
upon the second of the Icy Fingers in the Iceclad Ocean. Constructed in the recent past 
by some nefarious being, the tower extends upwards into the silver-lined clouds that 
mar the southern Sky of Velious. The giant structure is a marvelous and awe-inspiring 
sight to behold, but it is in no way perfect in its construction. Composed of shadow and 


ice, the tower is frozen and melded together with the creative, well-placed use of magic. 


Its appearance is asymmetrical, featuring jagged edges that strike outward from the 
smooth oval-shaped base. 
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Tower of Frozen Shadow 
( A 
The outside of the tower appears to have no visible entrances or exits, as no doors or To / X ly 4 For ert e é 


windows adorn the exterior walls. Upon the base of the tower, hidden beneath two 


enormous obsidian spikes, is a carving of a doorway that arches fifteen feet upwards, « 
leading to a wavering wall of ice and shade. The interior of the tower is constructed of 
the same magical material as the exterior, with similar sharp, jagged edges. ( 


The interior of the tower is shrouded 
in darkness. Sparsely placed candles 


provide the only light within rooms ( 
that house species of uncommon 

creatures known only to exist within ( 
the tower's walls. Some claim that ( 


they are, along with the tower, the 
creations of Tserrina and Vhal'Sera. ( 
Among these creatures are various 
undead, such as ghouls, skeletons 
and a few ghosts. The undead are ( 
the eternally tormented souls of 
Tserrina's victims who have been 
Access to each level of the dark, magical tower requires trained to mindlessly fight for ( 
a key be wrested from the vile minions of the Mistress. their Mistress. 





Notable NPCs | 


Tserrina Syl Тог 


Legend has it that this mysterious and ghastly beautiful abomination is associated with 

the vampire lord Mayong Mistmoore of Faydwer – though to what extent is unknown. ( 
Intelligent beyond reckoning and more cruel than the most devout of Teir Dal priests or 
Iksarian practitioners of pain, Tserrina Syl Тог has sparked the interest of many, although 
none have taken an active stance against her. They merely watch with a rueful eye, 
prepared to strike if necessary. 


A very recent addition to Velious, Tserrina Syl Tor has only resided іп the Icy Fingers for 














a few decades. She has remained a recluse, continuing to manifest her undead minions ( 
through the remains of the unfortunate travelers, scholars, and adventurers that trespass ( 
her domain. 
= . 
A. To Erudin : D. Druid Ring 
B. To Paineel E. Wizard Spires 


C. To Kerra Island 
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_ Taxxnlia Forest С; 


( adventurers to travel to and from the isle across coastal waters infested with ferocious 
oceanic creatures. 


Bestiary 


( 
Monster Level: Monster Examples: Kobolds also live in Toxxulia and are natural enemies of the Erudites. A small river flows 
bold : | s through the center of the forest, home to schools of vicious piranhas. It is advised that 
1 = 0 Ee c ше Beel = ( travelers cross this river via a large, white stone bridge, as swimming across could easily 
Skunks Decaying Skeletons 


Skeletons Spiderlings pone dba tous. 


Several azure huts are stationed 





( throughout the forest. Inside the huts, 

( adventurers may find merchants to 
Dangers sell their wares and purchase supplies. 

( Some within the structures are not so 


The dark, misty forest of Toxxulia can present many obstacles to the young Erudites 
who frequent its lush wilderness. The dense canopy and constant haze of sea-borne ( 
mist makes the forest extremely difficult to navigate during the evening hours, even 


hospitable, however, containing potent 
undead creatures - remnants of the 





with the guiding light of a torch or candle. ( vile Heretics’ experimentations. 
Many of the creatures in the Toxxulia Forest are relatively docile, although most are ( 
incredibly social апа will aid any of their Кіп in duress. Most of the young Erudite pupils ( 
are advised to remain close to the city gates, so that they may flee to the protection of 
the guardsmen who stand in perpetual watch over the nearby lands. ( 
On the shores of Erud's Crossing, the forest is enveloped 
( in a seaborne mist that thwarts night movement. 
Benefits о 


Toxxulia is a suitable place for the young pupils of Erudin to begin their long journey ( 
through Norrath. A rich variety of creatures can be found here, ranging from bats to 
semi-intelligent kobolds. 


The kobold encampments scattered across the forest are extremely beneficial to the 
more advanced Erudite pupil, as they will provide weapons tested in battle and coin ( 
that will aid the progress of the young adventurer. 


Background 


The forest of Toxxulia is located inland from the costal city of Erudin upon the continent 
of Odus. The shores of Erud's Crossing lap up to the forest's edge, and together with the ( 
lush, emerald vegetation, contribute to the overall natural beauty of this dimly lit and 

diverse environment. ( 


The Isle of Kerra lies close by, only a few yards off the shore of the forest. The matriarchal ( 
kerran settled here shortly after warring with the Erudites, which occurred when the ( 
latter first arrived in the region. А dock on the coast contains a few boats that enable 
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Trakanons Teeth 
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A. To Swamp of No Hope 


B. To Emerald Jungle 





C. To Sebilis 


D. Emperor Ganak 
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Bestiary 











Monster Level: Monster Examples: 
30-65 Iksar Ghosts Tigers 
Sarnak Ghosts Gorillas 
Erollisi Man Traps Frogloks 
Trakaraptors 
Dangers 


Тгакапоп5 Teeth is host to a variety of malicious, hostile creatures that will assault any 
traveler without bias. Most of these creatures are predatory animals native to the region, 
while some are undead abominations. There is also a strange, although deceivingly 
beautiful species of carnivorous plants aptly named Erollisi Man Traps. 


Those who enter Trakanon’s Teeth are strongly advised to travel with the enchantment 
of a druid, shaman, or arcane item that will allow one's feet to move quicker, so that they 
may elude the speedy, agile creatures that prowl the area. 


Benefits 


Trakanon's Teeth can be an exceptionally rewarding hunting ground for the experienced 
and accompanied adventurer. Aside from a variety of creatures, there have been rumors 
of ancient and powerful relics to be discovered. 


The gates to the ruins of Sebilis, the former capitol of the Iksarian Empire of Old, lies 
within Trakanons Teeth. It is here that highly skilled adventuring parties will likely find 
challenges to prove their mettle as well as recover relics of power. 


Background 


Separated from the neighboring Emerald Jungle by an ancient wall erected during the 
height of the Iksarian Empire of Old, Trakanon's Teeth is a wild, overgrown jungle of 
untamed natural beauty. Within the jungle, there is a minor cave system to the east 
where a small stream flows downward, eventually ending in a lovely waterfall that feeds 
the nearby Swamp of No Hope. 


Terrifying creatures of incredible prowess and physical might rule the jungle wilderness. 
The trakaraptors, cunning creatures who bear a frightful intelligence and unquenchable 
hunger for flesh, prowl the entirety of this region as its supreme predators. 


There are several ruined, ancient structures, such as the crumbling gates of Sebilis that 
recall a once glorious era of Iksarian prosperity. 


H81- 


Notable NPCs ( | пир aA 


Emperor Ganak ( 





Atrebe, the successor and son of Rile Sathir, himself the son of Venril Sathir, perished in 
one of his own foul, necromantic experiments. His third son and lead general, Ganak, 
acted quickly to assassinate his ( 
brothers and rise to the throne of 

Sebilis, claiming the title of Emperor. 


Earlier, the fifty-four year war with 
the dragons had erupted when ( 
Atrebe attacked the Ring of Scale 
with the might of his airforce, com- 
prised of the now extinct Sokokar. ( 
At first, Atrebe tasted victory, but 

he awoke a slumbering fury in the ( 
dragons. Ultimately, many Iksar cities ( 
were laid waste by powerful dragon 

fire and elder magic. { 


Ganak's ascension to the throne ( 
occurred during the height of the 
Dragon-Iksarian conflict, and in a 
most awesome aerial battle, Ganak battled in the sky above the Field of Bone with the ( 
leader of the Ring of Scale, Jaled-Dar. In a mighty clash, they were both incinerated by 
magic and fire, exploding into flaming chunks which rained down upon the land. 





The war was inconclusive, but the Ring of Scale was smashed and broken. With the death 

of their charismatic leader, the dragons retreated from their relentless Iksar pursuers. ( 
The Iksar quickly recovered from the devastation by exploiting slave labor. Ganak was 

hailed as a great hero and his death was mourned for years to come. НЕ only son and 

successor, Chottal, rose to take his father's place on the imperial throne. 


It is unknown why the ghost of the Emperor Ganak has returned to the primal world. 
Many believe it to be a result of the cataclysmic fall of the Iksarian Empire – when the 
mysterious curse befell most of the Iksarian cities, killing a vast majority of their people. 





Today, бапак” spirit will speak to any living adventurer about his disappointment with 

the fall of the empire. To most, his consciousness seems wise beyond comprehension. 

He alone holds the knowledge to forge the key that will allow entry to either Sebilis — ° 
now controlled by the hated poison dragon, Trakanon – or Veeshan' Peak, the very 

heart of the dragon kind upon Kunark. 
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pe Twilight Sea 


Bestiary 





Monster Level: Monster Examples: 


1 5-5 5 P 


Shade Creatures 





Dangers 


Despite its calm appearance, the Twilight Sea and its array of hostile inhabitants can be 
exceedingly harmful to the inexperienced or haughty adventurer. 


Benefits 


The dim golden lights of the setting sun are eternal in the Twilight Sea, providing a 
never-ending atmosphere of soothing calm. Hunting in this area is typically much more 
relaxed compared to Luclin's other hostile lands. For example, the tegi and elementals 
are fairly easy sport when compared to other creatures found upon Luclin. 


There is also a small outpost of merchants allied with Katta Castellum. These merchants 
will gladly purchase adventurer's wares and sell supplies to those in need. However, if 
one is not in league with the Loyalists of Katta Castellum, these merchants can be a 
threat rather than a convenience. 


Background 


The Twilight Sea is a large body of water with five major islands. The pristine sea itself is 
fairly calm with gentle sounding waves that wash upon its shores. The phenomenon of 
perpetual twilight occurs due to the sea lying in a buffer zone between the dark and 
light side of Luclin. The varied terrain adjoining the Twilight Sea includes the lands of 
the Scarlet Desert, Katta Castellum, and the caverns of the Fungus Grove. 


Tall, impassable mountains that limit travel northward borders the northern shore. 

A waterfall is borne of a small river that begins within the mountain depths and ends at 
a cave system connected to the sea – an area that creates the Hidden Glade. The river 
cuts a small canyon-like path through the mountains on its way to the sea. 


The Loyalist's dock is found upon the sea's eastern shores. Near the dock, a road leads 
off to Katta Castellum. The southern shore is made up of small hills and light woods. 
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The western shore is a desert-like area that has sparse vegetation and contains a path to 
the Scarlet Desert. 


The Twilight Sea's first island is fairly small and is located near the eastern shore; it has 
light vegetation and a small bay. The second island is by far the largest – equal in size to 
the other four combined. It is mostly desolate, except for the tower belonging to Vornol 
the mage. The third and fourth islands 
are about the same size and are called 
the rocky islands. They lie right next 
to each other in the northwestern 
section of the sea. The fifth island is 
located in the middle of the sea's 
southern reaches and includes a 

small forest with a central clearing 
that contains the Shadow of Stone. 


Notable NPCs 


Vornol 


Vornol is a master magician of great : : 4 
repute. His powers are said to equal Vornol and his apprentices conjure elementals from 
their tower on the second of the Twilight Sea's isles. 


those that preside on the council in 
Katta Castellum. Searching for a 
secluded place to perform his research, he chanced upon the second island of the 
Twilight Sea. He wasted no time in petitioning the ruling body of Katta Castellum to 
have a great tower built. Vornol's craftsmen made the tower three stories high, using 
architectural motifs common to Katta Castellum. 





Vornol began conducting experiments that focused on various types of conjuration. 
At first his studies went slow, but soon he learned how to tap directly into the planes of 
elemental power. With that breakthrough, he went back to Katta Castellum and sought 
out four apprentices to assist him in his experiments. When found, he assigned each an 
elemental school best suited to their temperament. The fiery human, Hafron Jelnen, was 
assigned fire; his twin sister, the calm and collected Sarah Jelnen, received water; the 
whimsical high elf, Galdara Swiftwind, was chosen for wind; the steady and unflappable 
gnome, Trizpu Tobbnokcog took earth. 


To this day, Vornol and his apprentices reside in the tower upon the Twilight Sea where 
they continue their experiments, conjuring forth the elements from the primal planes 
of elemental power. 
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A. To Dawnshroud Peaks 





B. To Vex Thal 


Bestiary 











Monster Level: Monster Examples: 
Gantru 
45-65 Zelniaks 
Netherbian 
Dangers 


Cast in eternal darkness, the Umbral Plains are full of peril for the lone adventurer. 
Many vicious and hostile creatures reside here, including soldiers from Vex Thal, the 
city of the dreaded Akheva. 


Adventurers who hunt in this region are advised to be highly cautious and travel swiftly 
with the aid of a magical enhancement, be it conjured by a druid, shaman, or artifact. 
One should not travel here without trusted companions at the ready, for the plains’ 
aggressive inhabitants have a habit of appearing unexpectedly. 


Benefits 


The Umbral Plains are a very rich breadth of land where seasoned adventurers may 
further hone their skills and advance in power without the feeling of dire jeopardy 
that the dungeons of Luclin frequently impose. 


There is potential ancient treasure to be gained here, for this is the site of the final 
battle of Vah Kerrath, the founder of Shar Vahl who fell to the force of the Akheva. 


Background 


This wide open, massive expanse of hilly grasslands resides in the southern hemisphere 
of Luclin. Enshrouded in the constant veil of night, the Umbral Plains are home to several 
powerful and ferocious creatures. Ironically, many claim the Umbral Plains to be one 
the most serene and beautiful locations upon the entire moon. 


The remnants of a dark history hover in the air, tainting the region like a foul wind of 
the past. Many a battle was fought here – battles of good against evil, of divine purpose 
and scornful disdain. The gates to the city of Vex Thal, home of the Akheva guardians of 
Luclin, reside in the plains, ever furthering the dark taint in the nighttime sky. 


It is believed that the remains of Vah Kerrath can be found upon the Umbral Plains, 
though only masters can revive the spirit of the legendary Vah Shir hero. It is said that 
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— Umbral Plains 





Vah Kerrath's spirit remains tortured, forever bounded by the corruption imposed by 
the twisted Akheva upon the spirit realm. His spirit longs both for peace for itself and 
vengeance against the abominations who claim to guard this world in the name of 


their divine matron. 


Beware of roving Akhevian soldiers and travel swiftly to 
avoid creatures that ambush travelers up on the plains. 





Notable NPCs 


Corrupted Elysian Elder 


Elysians are beings native to Luclin 
who are thought to have had strong 
ties to the realm of elements. 

There were four types of Elysians, 
one for each of the primal elements. 
Elysians did not have the ability to 
communicate with living beings, 
except through the use of elements 
and telepathic magic. Unfortunately, 
these creatures are nearly extinct 
due to the defilement of the spirit 
world by the Akheva. 


This corruption of the spirit world occurred during the great civil war of the fractional 
Akhevian Empire – when Akelha' ra dared to defy Atenha’Ra in contest for power. 
The life of fallen Akhevian warriors leeched essence from the spirit world in order to 
re-manifest itself upon the primal world of Luclin – corrupting an Elysian in the process. 
Today, all that remains of the Elysians is a corrupted visage of what once was. 
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C. Exit Portal 











D. Exit Portal 


E. Phara-Dar's Lair 


n89 + 


_ Veerhans Peak 


Bestiary 





Monster Level: Monster Examples: 


50-65 


Guardian Wurms 
Lava Drakes 
Racnars 

Dragons 





Dangers 


The sacred ground of Veeshan's Peak, home to the dreaded Ring of Scale, is protected 
by the full force and might of Veeshan's most awesome children. All who enter must do 
so with the assistance of a veritable army of powerful companions, else they shall meet 
their inevitable doom at the hands of these merciless dragons and their minions. 


Benefits 


The obsessive hoarding associated with dragon kind is even more pronounced with the 
dragons of the Ring of Scale. The fortunate few who have survived their endeavors in 
Veehsan's Peak have emerged with untold riches and relics of unfathomable power. 


Background 


Veeshan's Peak is located deep in the Skyfire Mountains, containing a network of giant 
tunnels and caverns built into a long dormant volcano. An inner chamber of magma in 
this long extinct volcano serves as the meeting place for the Ring of Scale. The council 
keeps an aloof, watchful eye on the affairs of Kunark using a network of spies comprised 
of lesser dragons assuming the form of the race they are infiltrating. 


Phara-dar, daughter of the mighty Jeled-dar, leads the Ring of Scale. She is often in her 
lair or in the Great Council Hall preparing for the next meeting. She controls an army 
of slaves that the lesser dragons have captured from all over Norrath from within her 
volcanic compound. 


The dragons use slave labor to construct new buildings and fill the ranks of their huge 
protective army. These slaves include workers and soldiers captured in battle upon the 
primal world, representing all races from halfling to giant. The slaves are magically 
controlled by their dragon masters. 
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There are many other lairs spread throughout Veeshan's Peak. Some аге occupied by 
the lesser dragons that serve Phara-dar, while others function as guest rooms when the 
Ring of Scale conducts its meetings. 


Notable NPCs 
Phara-Dar 


The daughter of Jaled-Dar, founder 
of the Ring of Scale, now rules the 
council. After her father’s death, 
Phara-Dar ascended as the leader of 
the Ring and called for the retreat 
of the dragons from their attacks 
upon the Iksar Empire. 


She remains an implacable enemy 
of the Iksar and will do anything in 
her power to assure that the Empire 
of Old does not form from the ashes 
of its past. 


The Ring of Scale, led by Jaled-Dar's daughter, plots its 
strategy deep inside the volcano of Veeshan's Peak. 
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Bestiary 











Monster Level: Monster Examples: 
Kobolds 
35-60 Ice Golems 
Shard Spiders 
Dangers 


Visiting Velketor's Labyrinth can be quite harmful to one's health. Kobold guardians, 
for instance, are extremely hostile and often attack in coordinated efforts. The golems 
that have been created to serve Velketor are also not to be trifled with, for they are 
extremely cunning and as deadly as their giant brethren of Kael. 


Benefits 


The geometric labyrinth offers a unique and challenging adventuring environment. 
Velketor's research and his adept use of arcane power have yielded some exceptionally 
potent magical items. He has entrusted many of these items to his guardians to help 
them keep out the unwanted. 


Background 


The mighty Storm Giant wizard, Drovrag Velketor, resides in a castle crafted into the 
side of a glacier. Over the centuries, he has transformed the entrance of his lair into a 
labyrinth, designed to assure privacy and seclusion. 


Drovrag has equipped his incredible masterpiece with kobold guardians bred to be 
especially brutish. These dog men patrol the outer edges of the labyrinth and live in 
a primitive town near its center. Grizzot, who is the strongest member of the kobold 
guardians, serves as their leader. 


Beyond the town lies a magically enchanted area of pure blackness, which no vision 

or light source can penetrate. This area remains uninhabited, as Drovrag's attempts to 
populate it have all failed. Beyond the blackness lies Drovrag' living ice. Drovrag has 
managed to breathe life into the ice of the glacier, and the resulting ice golem creations 
roam the back half of the labyrinth. 


Drovrag also utilizes ice golems to guard the front of his castle. The ice golems' barracks 
make up the outer walls of castle, with the two main barracks flanking the main entrance 
to Drovrags lair. 
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Notable NPCs | 
Drovrag Velketor ( 
This supreme Storm Giant wizard was banished from Kael Drakkel and now resides in a ( 
castle built onto the side of a glacier. He is served by Arctic Kobolds, ice golems, and 
shard spiders. He is enemies with the ( 
Coldain and servants of Veeshan, 
but he holds a special hatred for the ( 
Kromzek who banished him for ( 
reasons that are unclear. 
( 
His ultimate agenda is unknown, í 


but his continued experiments and 
birthing of ice creatures suggests the ( 
possibility that he may perhaps be 

intending to harm the Kromzek in a ( 
way they hadn't thought possible – ( 
one giant against an entire army. 
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Bestiary 


Monster Level: 


Akheva 
50-65 Shades 


Monster Examples: 





Dangers 


No amount of allies, regardless of their prowess or expertise, should make one feel 

comfortable upon entering the Akhevian citadel. The immortal nature of the Akheva ( 
makes them all the more resilient to mortal attacks. However, if wounded in battle, 

Akhevian priests are usually close by to attend to their soldiers. 


The Akheva possess unfathomable intelligence and ageless wisdom, giving them an 
innate affinity for magic and a close bond with their matron goddess, Luclin. | 


Benefits 


Vex Thal is an ancient citadel erected by the Akheva after the civil war destroyed their 
first home, the grand city of Ka Vethan. They have begun to delve deeper into their birth 
realm of shadows, bringing forth the power to create arcane relics unrivaled upon the 
primal world. Many of these items are more powerful and complex than most mortal 
minds can easily imagine, let alone attempt to create. 


Background 


The shrine of Vex Thal is in the interior portion of the Akhevian city. It contains the 

temple and a portal leading to the Demi-Plane of Shadow. Heavily guarded, the shrine 

holds the central power of the shadowed box that gives divine protection and power to 

the Akheva. The interior of the stronghold radiates and seems to fluctuate with the raw 

energies and manifestations of the realm of shadow. There are five main structures to | 
the shrine, connected by several corridors and smaller chambers; each is scattered with 

traps, shadowed golems and Akhevian guards. 


The interior of the city is heavily guarded by the most fearsome and powerful of the ( 
Akhevian knights and priests. Their sole desire is to root out and destroy the intrusion 
and corruption of the other gods upon their goddess's creation. 
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Notable NPCs 
Akheva 


Ka Vethan was the first stronghold of the Akheva. It was destroyed by the Maiden's Scar, 
a powerful storm that erupted through the countryside and now lies dormant across 
the skies to the twilight. All that remains of the once enormous, living citadel are piles 
of dead matter of shadow and stone. 


The Akheva that make the ruins 
their home are a sect of Akheva that 
were banished from Vex Thal for 
$peaking the common tongue. 


The Akheva speak a sacred tongue 
known as the “Fleshless Tongue" in 
praise of the Dark Mistress, Luclin. 
Corrupted by the newcomers to 
Luclin, some Akheva started speaking 
the common tongue of the outsiders. 
This outraged the more pious Akheva, 
and the High Council decided to meet 
and discuss this problem. The king, 
Diabo Rentha, the high priest, Diabo 
Xin Thall, and even the prophet, 
Atenha'Ra all agreed to banish any Akheva known to speak the common tongue. 
But the outcast Akheva saw the learning of the common tongue as an advantage, 
and not in any way as disrespectful to their goddess. Sent into the wilds, the banished 
Akheva eventually constructed a magnificent temple dedicated to the Dark Mistress. 


Relics of incomprehensible power can be attained if 
one survives an encounter with the Akheva. 





The outcast Akheva eventually enslaved the tegi to do their bidding, turning them into 
dark shadows of their former selves. They carried out their devoted worship for years, 
undisturbed by the newcomers to Luclin - that is, until the Maiden's Scar occurred. 
The storm decimated their once proud fortress and surrounding lands. The Akheva took 
this as a sign of their goddess's anger. They became even more diligent in their prayers 
and sacrifices to Luclin. Today, the fortress is now but a former shell of its past greatness. 
The Akheva do not leave the fortress, staying secluded deep within its ruins, while the 
Shadow Tegi guard the halls with fanatic zeal. With traps and foes prevalent through- 
out the dark corridors, travelers to this realm will be in for a difficult journey, but tales 
of powerful weapons and such will inexorably urge the bravest onward. 


The altar priest now oversees the day-to-day rituals dedicated to Luclin, while the 
Akheva plan to one day reclaim their former glory and rule the lands once again. 
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Wakenine Lands - 


A. Kael Drakkel 
B. Wuoshi's Lair 





C. The Growth Nexus 
D. Zone to Skyshrine 





Bestiary 





Monster Level: Monster Examples: 
Unicorns 

30-55 Satyrs 
Dryads 
Drixies 


Phase Panthers 





Dangers 


The children of Tunare walk every corner of this uncommon jungle habitat; it would not 
be wise to arouse their ire. 


The great dragon Wuoshi also wanders these lands. Those who have earned the disdain 
of the Claws of Veeshan are advised to be on the lookout for this great beast, lest they 
find themselves quickly destroyed from one false step that invites the dragon's notice. 


Benefits 


The Wakening Lands provide an ideal hunting ground for the mid-seasoned adventurer 
who seeks something beyond the rigors of Skyshrine or Kael. The giants and fae that 
roam this region are excellent foes, providing opportunities for skill progression away 
from the endless drifts of white that coat the rest of this frozen continent. 


Background 


When Veeshan struck Norrath and created the Great Scar, it ruptured veins of magma 
lying deep beneath the surface of Velious. The resulting warm and humid climate 
caused a rapid growth of plant life; thus, the jungle of the Wakening Lands was created. 


When Tunare created the elves of Norrath, she also created a fae creature of limited 
intelligence known as Sifaye, which she placed in the comfortable Wakening Lands. 
Over time, however, the magma cooled and the jungle began to die. The faeries could 
not survive in a climate of ice and snow, and Tunare, not wanting them to perish, 
opened a connection between the Plane of Growth and Norrath. The Wakening Lands 
flourished with a direct connection to Tunare, and became a semi-sentient being whose 
purpose was to protect the faerie children of Tunare. 


Time passed, and the Storm Giant children of Zek built a city at the eastern edge of the 
Great Scar. They grew in strength and began expanding their city, Kael Drakkel, deeper 
into the jungle. A century passed and the city grew until the giants found and razed a 
small faerie village. Since then, the jungle residents have actively fought against the 
Storm Giant advance, cutting the size of Kael Drakkel nearly in half. 
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Wakening EAM ae Sh M 4 
Some offshoot of drakes, perhaps influenced by Tunare's touch and the warm climate, ( Ае Warrens 


have built an extensive network of warrens in the southern regions. Jungle Wurms 
inhabit the western edges of the jungle, and occasionally, Wuoshi – an emerald dragon 
of great girth and hunger – can be found wandering directly beneath the Skyshrine. 


In the center of the Wakening Lands there is a unique portal to the Plane of Growth – 
the Growth Nexus. The portal is a 
sentient and ancient tree said to ( 
have grown in the very place where 
Tunare's hand blessed the region. 


While the Storm Giants have been 
beaten back, they have not aban- ( 
doned their quest to expand Kael 
Drakkel. They have recently begun 
construction of a small keep just ( 
inside the jungle trees. 


Ruins of former buildings dot the 
eastern edges of Wakening Lands. 
Storm Giants of Kael Drakkel seek to expand their jungle The ruins become less frequent ( 
domain at the expense of the Sifaye Faeries. deeper into the jungle. Shrines to 
——Àw ‚ ^ Veeshan can be found throughout | 
the land, and a few have been completely covered by vegetation. Most of the shrines 
are located to the west below the Skyshrine that floats above the Wakening Lands. 





The main village of the faeries lies just northwest of the Growth Nexus. The jungle 
shapes itself to suit the faeries' needs, making the village nearly invisible to outsiders. 


Notable NPCs 
Wuoshi 


Finding the climate of the jungle a welcome change from the frigid air that engulfs 
the rest of Velious, this massive dragon has resided in the Wakening Lands ever since 
Типаге5 desire to preserve her faerie children touched the land. 


While he poses no threat to the faeries – indeed, he finds them rather amusing – Wuoshi 
has a strong hatred for the giants of Kael. In fact, some say that Wuoshi remains in the 
Wakening Lands, in part to help protect Tunare' fae children from the giants. 











A. Zone of Paineel D. Lair of the Cave Bat Lord 


This unconventional and powerful dragon can be agreeable or deadly, depending on 


AE. 6 Р A B. Lair of the Muglwump E. Zone to Stonebrunt Mountains 
his disposition and one’s allegiance. 


C. Throne Room of King Gragnar 
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The Warrens 


Bestiary 








Monster Level: Monster Examples: 


1 0-25 Kobolds 


Dangers 


Enemies of the kobolds might think twice about adventuring to the underground 
complex of the Warrens. Traveling and living in groups, the kobolds pose a very distinct 
challenge for the aspiring adventurer. Attacking in droves and often fleeing when near 
death, the kobolds are dangerous adversaries and should not to be underestimated. 


It is highly recommended that all adventurers who enter the Warrens with the intent 
of battling its kobold inhabitants bring with them the company of several like-powered 
companions to aid in the chaotic fray that awaits. 


Benefits 


The inherent dangers of the Warrens and its inhabitants make this place an ideal training 
ground for the aspiring young adventurer. Those who have graduated in power beyond 
the small yard of Paineel or the forest of Toxxulia will find the Warrens to be an ideal 
place to further their advancement. 


The kobolds provide a challenge that will harden any young adventurer and provide 
them with the experience necessary to navigate far more dire circumstances awaiting 
them in the future. There are also rumors of many enchanted relics and hoards of gold 
to be acquired if one is clever enough to wrench them from the kobolds’ grip. 


Background 


This cavern system located deep within the Stonebrunt Mountains of Odus connects 
the untamed beauty of Stonebrunt's wilderness to the eastern portion of the continent. 
The Warren's eastern entrance is located in the Heretic city of Paineel – a fact that is not 
highly appreciated by the inhabitants of the dark city. 


A winding, maze-like complex of ruins and earthen structures, the Warrens are quite 
similar in nature to the untouched Underfoot, what the kobolds call their native home. 
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The structures are from a time long since forgotten by all but the kobolds of the Warrens, 
considered mere fantasy by the desperate kobolds living elsewhere upon Norrath. 


A great citadel once resided here – one of kobold design and origin, for the kobolds 
were once Brell's chosen before they were forgotten when Brell's other creations came 
into existence. It is said that when Brell turned his eye away from his first children, he 
consigned them to a tormented 
existence filled with hatred for the 
other Brellian races, who likewise, 
shunned them. 


It is here, in the Warrens, that the 
kobolds have gained some semblance 
of their former heritage and glory, 

as they strive to renew their legacy as 
the first chosen of their god, rather 
than the forgotten. However, they 

do so not in the name of Brell, for 

in their ancient collective despair, 
one of their own ascended and 
became a lightning rod for their 
resurrected faith – Rolfron Zek, 

the Lord of Despair. 


Under King Gragnar, kobolds attempt to revive their 
ancestral glory deep within the Stonebrunt Mountains. 





Notable NPCs 


King Gragnar 


The overseer of his people, King Gragnar can be a ruthless ruler when the situation calls 
for a firm hand. His all-consuming desire is to maintain his peoples’ link to their ancestral 
glory, despite the low regard in which they are held by the rest of Norrath. In general, 
he rules his subjects wisely, refraining from making brash decisions and tempering the 
ever-present urge to strangle them into submission with an iron fist. 


A great warrior by trade, King Gragnar has earned the respect of his people by warding 
away any would-be oppressors or invaders through his leadership and the strength of 
his blade upon the battlefield. 
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A. Cabilis 
B. Giant Outpost of Chalp 


C. Zone to the Field of Bone 





D. Goblin Outpost of Twark 


E. Crypt of Dalnir 


F. To the Overthere 
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Bestiary 





Monster Level: Monster Examples: 


1 Ој 40 Forest Giants 
Goblins 
Iksar Refugees 
Skulking Brutes 








Dangers 


Warslik's Woods are inhabited by ferocious creatures who despise most everyone. 
Any who traverse this dark forest are advised to do so with a quickened pace and 
avoid the road if possible, for the goblins and Iksar refugees along the road lie in wait 
for unwary travelers. 


Benefits 


Close proximity to the Field of Bone makes Warslik's Woods an ideal place for young 
Iksar pupils who have graduated from the field and are looking to further their skills. 
The goblins and refugees alike can be a reoccurring source of gold, while resident 
Forest Giants are rumored to hold the ancient secrets of the woods and possess many 
relics from eras past. 


Background 


Named after a Hill Giant general responsible for much of the giants' success in resisting 
the Empire of Old, Warslik's Woods is a very beautiful, dark evergreen forest situated 
between the plains of the Overthere and the desolate Field of Bone. 


When the Iksarian Empire fell, many survivors scattered across the continent hoping to 
keep their race from extinction and keep themselves alive. Warslik's Woods was one of 
the regions the refugees took shelter in, and they remain there to this day. Many ancient 
outposts, constructed from the ruins of the original Iksar Empire, line the road where the 
Iksar refugees have camped for hundreds of years. Also, they have cleverly constructed a 
road running from the Overthere plains to the Field of Bone in hopes of ambushing 
unsuspecting travelers who traverse this seemingly innocent path. 


The goblin outpost of Twark is similar in nature to the Iksar encampments in that it 

is constructed of the ruins from the Empire of Old. However, the outpost of Twark is 
still very much intact, thanks to the goblins' uncanny ability to preserve and maintain 
their structures. These goblins are extremely hostile and will attack any who come near 
them without bias. Their shamans are exceptionally deadly and have enhanced many 
of their brethren through spiritual means, making them all the more vicious. 
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Off the road, nestled in a far corner of the wood and isolated from the normal traffic и | е / 


and affairs of the forest, lies the giant outpost of Chalp. This village, relatively small by 
giant standards, is surrounded by towering wooden fences. The giants of Warslik's are ( 
highly territorial and will strike any who enter their field of vision. 





( 
To the far north, a cliff overlooks an immense lake perpetually concealed in a gray veil 
of mist. Along this cliff, one may find 
a series of caverns hidden behind { 
the dense foliage of the forest. It is 
rumored that among these caves ( 
resides the crypt of the famed ( 
nobleman, Dalnir. 
( 
( 
( 
( 
( 
Ancient ruins of the Sebilsian Empire still guard the ( 





roads through Warslik's Woods. 











A. Temple of Veeshan C. To the Siren's Grotto 
B. Dragon's Necropolis 
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— Western Waster 


Bestiary 











Monster Level: Monster Examples: 
= Wyverns 
50 65 Dragons 
Drakes 
Giants 
Dangers 


Powerful dragons guard this territory jealously, attacking any who dare to trespass upon 
their most holy of grounds. The roaming inhabitants of this place are without bias and 
will obliterate any foolish enough to desecrate this region with their presence – whether 
one is sympathetic to the Claws of Veeshan, or not. 


The Western Wastes can be deadly for slow, deliberate explorers who are not quick on 
their feet and constantly on the move, for those who linger too long in one place will 
find themselves overrun by the Western Wastes' vicious guardians. 


Benefits 


A vast expanse of frozen desolation, the Western Wastes confers quite a challenge. 
White drifts of snow and ice constantly blanket the region, yielding an almost divine 
presence, especially when set against the epic structures of the dragons. 


Many powerful beings roam this land, presenting exciting opportunities to even the 
most seasoned of adventurers. 


Background 


Containing objects of worship to the Wyrm Queen, these grounds are considered holy 
lands by the devout followers of Veeshan, and are inhospitable to all but dragonkind. 
The lesser races found on Velious do not dare traverse these sacred grounds, for fear of 
the dragon's wrath and immediate, violent reactions to such disrespect and defilement. 


The dragons breed exclusively in flatlands protected by the Iceclad Ocean to the north, 
south, and west. Enclosed by the sheer, jutting mountains to the east, they have nothing 
to fear in that direction, for no manner of creature would even attempt such a climb. 
The only entrance to the wastes lies in a cavern connected to Siren's Grotto. The entrance 
from the grotto inclines greatly, met by the first scar housing the necropolis. 
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The incredible Temple of Veeshan is located on the north side of the northernmost scar. 
Sculpted from the scar itself, the holy temple is a breathtaking and awe-inspiring sight 
to behold. The southwestern corner of the scar holds a path leading down to the scar's 
floor; treacherous at best, the path allows a beautiful view of the chasm as there is no 
wall on the north side. The scars themselves hold mighty columns showing images of 
Veeshan in all her glory. Oftentimes, dragons can be found in prayer at the columns and 
it would rather unwise to disrupt 
their worship. The dragons that reside 
in the chasms have been granted the 
most powers of all the dragons of 
Velious, excluding those that have 
been granted residence in the temple. 


Dragons believe in guarding the 
remains of the departed. The Dragon 
Necropolis was constructed over the 
course of time to honor and protect 
those that have passed on to Veeshan. 
The necropolis lies in the southern 
scar, protected from the elements. 
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Its a frightful, frozen trek to the awesome, s 
Temple of Veeshan in the northernmost scar. 


Dispersed throughout the flatlands, 
one can find many dragon breeding 
grounds. Small holes have been dug 
out of the ground to hold their eggs. Adventurers must approach the breeding grounds 
with caution, for if any of the young were to be chanced upon alone, their ensuing 
shrieks are sure to be heard for miles – and the parents can never be far away. 





Also found in the flatlands are the monoliths which tell the tale of the creation of life on 
Norrath as passed down through dragon lore. Illegible to all but the children of Veeshan, 
these tablets are considered sacred and are guarded at all times. 


In addition to the constant threat of the children of Veeshan, the giants of Kael have 
recently come here to rouse the ire of the dragons and expand their domain. 
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THE PLANES OF POWER 


— Planar Inhabitants — 


The beings to inhabit the manifested astral realms are the creations and 
servants of the divine consciousness who governs the plane. They are oftentimes 
ferocious and serve only one purpose ~ to guard their realm from any ои! а ће 
intruders or heroes seeking the demise of their divine master. 

A wide variety of planar beings can be found within these realms of infinity; 
however, they are not limited as one might be unwittingly ignorant in comparing 
their existence to that of the creatures upon the prime. As the planes manifest to 
the whim of the consciousness that controls them, these immortal, astral servants 
ave likewise infinite in their purpose and appearance. Jhey change at the whim 
of their creator, and thus it is impossible to document any one species as absolute. 

One thing is certain of these planar servants, however ~ they are fervent 
beyond knowledge in their duty, and strive to appease their masters. They are 
vicious, cunning and without bias toward the mortals who dare to trespass within 
their domains, and will react accordingly. Do not think them mindless drones 
and servants who possess only an untamed instinct to hill, for to do so would be 
a grave mistake leading to your mortal undoing. They are often intelligent and 
always connected to their creator through intangible, incorporeal means of essence 
and consciousness. 

Do not underestimate the inhabitants of the planes, my friend, for to face 
the gods you must first destroy their guardians; in that, they are the first and 
perhaps most dire of the dangers that await you upon the Planes of Power. 


— Dangers — 


The Planes of Power, the astral homes of the gods, are extremely dangerous 
for any mortal to venture. These planes are beyond the rules of the prime, and their 
inhabitants are far more cunning and versatile than anything comprehensible by 
the mortal mind. Even the vilest of villains or the most brave and daring of knights 
have yet to face something as powerful and truly terrifying as the creatures that 
serve the divine creators of the primal worlds, 
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We have breached the barrier that separates the divine worlds from the 
primal universe, but this act must be one that is looked beyond as à mere 
testament to the power of the gods’ mortal creations. Jhe divine are beyond the 
true understanding and comprehension of mortals, and this crossing must be 
one of divine allowance. 

My readers ~ friends ~ beware your actions upon entering the realms of 
your divine influences, creators and governors, Here, the balance of chaos and 
order, of good and evil, and of the righteous and the wicked do not exist, 
These morals must be abandoned upon the prime for us to survive the astral 
domains, for the morals and ethics held dear wpon our world hold no meaning 
upon these realms of the gods. 


— Benefits — 


Jhe astral domains offer the chance for us of the primal world to grasp the 
knowledge we have sought of our divine creators and influences since the dawn 
of our existence. Scholars and historians may understand further the reasoning 
behind our purpose upon the world and within the universe, and of the gods’ 
reasons for touching our world with a constant eye and influence. 

Those who seek fame and power akin to that of their revered deities may 
find such desires to be within their grasp, but only through trials of unimaginable 
complexity and battles of unknown balance may one be led to the road of their 
sought prize. Many relics and ancient artifacts, forged by the very hands of the 
gods and their minions, reside here; these relics may offer the key to attaining 
the secrets of the divine, or they may simply hold the curse to further fuel the 
distance between mortal power and that of the gods, 


— Background — 


You read this now, and for your sake, 1 hope that you do so ín the heart 
of mere entertainment, for to take this information and use it to guide you into 
the realm of the gods...well, les just say that 1 shall not be held accountable 
for what fate befalls you and those headstrong enough to follow in your footsteps. 

Јом, that these entries are ones that 1 have compiled through intensive 
research here in Myrist, and little of it is of my own personal knowledge and 
experience. Ves, 1 have ventured beyond New Janaan, but 1 have not gone far ~ 
nor do 1 intend to. The realms of the gods are not meant for mortal feet to tread 
upon, and 1 respect this unwritten law of the cosmos most gravely. 1 highly stress 
that this is a respect that all my readers learn to adopt. 
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The Planes of Power, the physical manifestation of the infinite realms of each 
divine entity that is known to govern the balance of chaos and order, of good 
and evil, of nature and corruption, and of wicked and hind, ате far beyond our 
understanding. What 1 have found here in Myrist, despite the seemingly endless 
length of scrolls, parchment and tomes that, when placed spine fo spine, stretch 
onward for an eternity, is that it all truly amounts to but a single grain of sand 
within a vast, endless ocean of desert. No mortal mind can comprehend these 
heavenly and hellish worlds, or their purpose, and none shall ever ~ for the divine 
are not meant to be understood by mortal hearts and thoughts, nor are they to be 
explained through mortal tongues. They are, and they shall forever be. This we 
cannot change, despite our individual or collective efforts to wndo this law. 

What we do know ~ the divine have shown us ~ is that there are three tiers 
of divinity which thrive, tiers that have been identified to us as the governing 
consciousnesses of the universe and its delicate mediums of balance. The first of 
these tiers is the realm of the demixgod ~ the divine entity closest to the mortal 
in its composition, demeanor and purpose, but still wholly divine in its existence, 
Many of these lesser gods are rumored to have once been mortals wpon our very 
worlds ~ heroes and villains who have ascended through the graces of their patron 
gods, or through their own accord and achievements. For though they are the 
lesser of the divine triad, do not think them lesser than thee ~ for to do so would 
be а grave mistake and an unforgivable act of arrogance. They are lesser only in 
comparison to their creators, the second of the triad. 

The gods of Nature and Influence, those whom we ате most associated with 
upon our primal world of Norrath, ave the second in the tier of divine power. 
They are extremely powerful beings with whom we identify our emotions, desires, 
and sentiments ~ although we do so in ignorance. Their true motivations, their true 
conscious thoughts and reasons, ave beyond our knowledge; they show us that 
which they wish to reveal. They give unto us that which we crave, for reasons 
known unto only them. Perhaps you are eager to meet them ~ to stand before 
the famed god of your home city, or challenge the villain deity of your enemies, 
Rnow that you challenge but a shadow, for what (s manifested ~ what (s within 
our reach here ~ is but an unfathomable fraction of their infinite power and 
presence within the universe, 

The third tier, the Greater Gods of Elemental Power, comprises the most 
revered and unknown of our divine watchers and creators. They are the gods 
of the gods, beyond our comprehension and reach forever ~ for even the dieties 


of Nature and Influence are without explanation or thought as to these beings’ 
meaning and existence. 

However, there is possibly yet another tier ~ one previously unknown to us, 
Jhís recent discovery ~ or assumption ~ is quite possible, for the infinity that the 
divine inhabit is far removed from our collective comprehension What strikes 
interest in this possible tier ~ one that may perhaps be above those of Elemental 
Power ~ is that there are no records of its existence here in Ayrist, which (5 an 
occurrence to be most respected and also held in dire concern. Jhe possibility of а 
new manifestation previously unknown to mortal ideals of the cosmos is an exciting 
prospect indeed, but it is as deadly as it is intriguing We know little of this new 
tier’s purpose, for only in recent times has it manifested a presence accessible 
through mortal venture ~ but we hold a grave concern and constant watch for 
the unexpected because of ít. 

Be warned, my reader ~ my friend ~ for nothing good can come of this 
realm’s manifestation when one places its appearance in conjunction with the chaos 
to enshroud us in the recent era. Many from New Janaan have gone to investigate, 
to learn more fo store within Myrist for others like yourself to experience in the 
safety of the library walls, but none of these scholars have returned since their 
leave of из. 1 highly stress that ye not venture onward in search of this mysterious 
presence, for such a quest will lead only to unfathomable and dire consequences of 
an immeasurable proportion. 

If you must feed your thirst for conquest, battle and adventure that lies 
beyond the primal reaches of our known universe, then 1 may only give you my 
blessing and sincere hope that the fates shall be tender in their watch over your 
journey. 1 hope that you may glean something that is not written here ~ perhaps 
another grain of sand in that endless sea ~ but 1 shall not place faith upon your 
return, or hope upon such a priceless discovery, 

An endless road of countless possibilities lies before you within these pages. 
You may seek to venture and learn where 1 have fallen short, or you may choose 
to use this information to your advantage in a personal quest for power or a place 
at your own deíty's side. Again, 1 have relieved myself of all responsibility to come 
of these works, and know that you venture forward from this point on through 
your own accord and convictions, and по other's. 


~ Maclin Starpyre 


Grand Librarian of Myrist 
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Background 


The Bastion of Thunder is located in the Plane of Storms, hovering within an immense 
volcanic mountain that rises above the silver blanket of perpetual storm that coats the 
land below. The highest reaches of the snow-covered fortress disappear into the gray 
ether of upper stratospheric storms. 


The bastion can be reached from the base of the mountain, through caves and tunnels 
that guide one up through the mountain core. Inside, the mountain is hollow, extending 
deep beneath what can only be assumed is the Plane of Storm's surface. A vortex of air 
and debris spins within the hollow core, creating an eternal windstorm. The inner walls 
of the mountain are at the mercy of the maelstrom of debris, and though battered, 
somehow maintain their integrity. The energy generated by this vortex is used to keep 
the Bastion of Thunder suspended in the middle of the great cylindrical mountain. 


The bastion appears to be a natural construction made of stone, its surface blasted 
perfectly smooth by the endless current of sand and rock particles driven by the 
astral winds. The tower in the center of the fortress looks as if it were made of a tree 
or some other vegetation that has been reshaped in an ingenious manner. 


A light from one of the upper turrets indicates the location of the old hermit. It is there 
that Karana is thought to be sleeping. 


Many planar creatures – servants of the realm and servants directly under the divine 
master himself — are plentiful throughout the bastion, maintaining the chaos that is 
erupting all around them. Among these amazing, odd creatures is a species comparable 
to the giants of Norrath, though unlike the latter, they are not a creation of The Warlord. 
The Taarid, Satuur, Kuraaln, and Volaas are each avatar embodiments of a particular 
meteorological element. Their task is to conduct storm systems of all environmental 
Classifications. Ranging from the scorching dust and sand storms of the desert to the 
calm, cool drizzle of a temperate spring rain, these avatars exist as representations of 
the elemental phenomena they embody in both appearance and temperament. 


The giants, though chaotic, are not hateful. Any aggression they show toward the mortal 
trespassers of this divine plane arises not out of spite, but from their duty to maintain 
the chaos that has enveloped the plane while Karana has been asleep. 
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As would be expected, the bastion itself, being subject to the giants' chaotic endeavors, 
is in a perpetual state of disarray. Most of the furniture has been destroyed and much | ә 2 ə 
of the walls and floors are covered with water, blackened char marks, broken stones ( 

and torn tapestries. The once immaculate towers have fallen into disrepair without the 
governing balance of The Rainkeeper. 


Reigning Deity ( 
Кагапа, The Rainkeeper ( 


In his physical manifestation, The Rainkeeper appears to be an elderly human with a ( 
slow step, a small limp, and slightly hunched over а gnarled staff of oak. His beard and 
hair are long and white, draping down over his plain brown robe. His knowing blue eyes 
are hazed, like oceanic globes eternally shrouded in the silvery blanket of the storm. 
His gaunt, almost gray flesh is haggard and wrinkled – revealing age almost timeless in 
its depth. Wise beyond comprehension and profoundly meditative, Karana, The Rainkeeper ( 
is the consciousness and embodiment of the Plane of Storms. 


Coherent, calm, and almost docile – within reason – Karana's consciousness brings about 
a very pleasant, inhabitable nature to his realm. Rainfall is gentle and steady; delicate 
zephyrs softly wash across the plane like warmed silk against the flesh; silvery veils of ( 
fog beautifully roll down the mountainsides and hover within the deep valleys. 
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However, like old mortals of the prime, ће is меагу and requires rest – oftentimes falling 
into seemingly timeless bouts of slumber, lost to a bottomless fountain of thought. 

It is during these meditative slumbers that the chaos of weather is borne and the cycle 
is fulfilled. Storms rage in freezing maelstroms of ice and heavy, bitter rain that stings 
like the bite of a rabid beast; winds roar like the bellowing voice of a madman, toppling 
the mightiest of oaks or the sturdiest of stone towers; the swirling fog grows dense and 
impenetrable, leading many to their deaths in the great chasms and valleys below. 


Today, as the mortals breach the barrier of the astral realms, The Rainkeeper slumbers. 
Unfortunate would-be heroes who enters Karana's domain will only find boundless chaos 
and nature's merciless wrath. 
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СПОРЕ OF DECAY 











Background 


The Crypt of Decay is an ancient structure that resides within the Plane of Disease. 
Entrance to the crypt is only obtained by fulfilling certain tasks in the surrounding area. 
The crypt is very old, buried under the dust of disuse and filled with traps, pestilence 
and the odor of death. The walls and floor are soiled, damp, and foul - unidentifiable 
stains are everywhere and heaps of carrion rot in the corners. The combination of dust 
and rancid air gives coughing fits to adventurers foolish enough to enter. 


Thousands of years ago, an ancient civilization built the crypt to house their dead kings. 
That civilization named the crypt Lxanvom, meaning "King's Rest" in their native tongue. 
As the centuries passed, it filled up with the dead royalty of the Adan family. During this 
time, a festering evil began to overwhelm the lower depths of the crypt. This was the 
presence of Bertoxxulous. Some scholars have gone so far as to venture that the crypt 
was the birthplace of Bertoxxulous. Others refute this claim, saying that he has been 
around since the beginning of time and that this was just the earliest recording of his 
existence. Whatever the truth, the years passed and his power within the crypt grew ever 
greater until the time came for him to make his presence known outside the crypt. 


At first he let himself be known only to members of the ancient civilization who held 
the power of waste and decay dear to their hearts. Among these first priests of decay 
was their leader, Ultor Szanvon, who led the effort to spread their dark doctrine. 


Ultor schemed and murdered his way into the position of chief chancellor for the 
reigning king. Once he achieved this position, he tricked the king into visiting the crypt, 
ostensibly to pay homage to his ancestors. Then, in the presence of Bertoxxulous, he 
performed a dark ritual sacrificing the king in the center of the crypt. Through this ritual 
he summoned twelve spirits of long dead kings, transforming them into powerful, horrid 
creatures, and bounding them to the service of Bertoxxulous. These creatures rampaged 
through the land, causing death and destruction everywhere they went and spreading 
an extremely virulent plague which spread like wildfire across the land, wiping out the 
remnants of the ancient civilization. 
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Following the plague, Bertoxxulous summoned his minions and the entirety of the crypt 
to his home in the Plain of Disease. It is said Bertoxxulous took great satisfaction and 
pride in wiping out a whole civilization; in fact, when he visits the crypt he often takes 
the form of a twisted version of the long dead race he wiped out. 


Deep within the Crypt of Decay are the twelve burial chambers of the ancient kings 
of the extinct civilization. The kings were Feig Adan, Xhut Adan, Kavilis Adan, Raddi Adan, 
Wavadozzik Adan, Zandal Adan, Akkapan Adan, Meedo Adan, Qezzin Adan, Pzo Adan 
and Bhaly Adan. These were the twelve spirits that were ripped from their peaceful rest 
by the dark rites performed by the high priest, Ultor Szanvon. 


Reigning Deity 
Bertoxxulous, The Plaguebringer 


The Plaguebringer is a vile, twisted god full of malice. His persistent desire is to inflict 
suffering upon all – divine or mortal alike. He embodies the horrific natures of disease 
and pestilence, and none are immune entirely to his power. 


Bertoxxulous himself is a frightful representation of all he embodies. A foul, grotesque 
being of indescribable horror and putrid infestation, Bertoxxulous is a sight that would 
turn even the most hardened of warriors' stomachs. 
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A dark figure stood brooding silently over a table filled with maps and diagrams 
of all kinds. The firelight flickered around him, throwing exaggerated, twisted shadows 
of a hulking silhouette. His fingers tapped slowly on the hilt of his giant flaming axe. 
White hot flames twisted and turned up the handle of the axe, dancing across black 
spiked gauntlets, but the figure didn't pay them the slightest attention -- he remained 
completely engrossed in the charts on the table. For a brief moment, he glanced towards 
the giant stone door behind him. He turned back towards the table and raised his left 
arm carelessly. The door slid open, grinding against the granite floor. 

A smaller figure strode silently through, masked in shadows thrown from the torches. 
The outline of a great war bow was barely visible in the low light. 

"What is it?" said the first figure flatly. 

"They're behind schedule, the weapons may not be ready," the shadowed figure 
responded, continuing to enter the large chamber. 

"| don't like to be kept waiting,” said the first, his voice rumbling in the stone chamber. 

"Like all incompetent creatures, they assure us that the fault does not lie with them. 
The one I spoke to blamed the interference of a group of mortals. | still do not under- 
stand why we need the help of fools. The might of the Diaku needs no assistance to 
complete our goals." 

In a single motion, the giant figure spun to face the smaller, and, with his steel-clad 
fist, raised his subject into the air by his throat. The second figure squirmed slightly in a 
sudden moment of respectful fear of his master's abrupt irritation. 

"Take care of it,” breathed the dark form, “ог | will." 

The other nodded as best he could against the stone grasp of the black gauntlet. 

"As you command, sire. | shall attend the situation relentlessly and without fail." 

The captive spoke clearly, his voice unhindered by the impossible grip of his master, 
but respectful still. The iron fist released and the shadowed figure dropped to the 
granite floor, landing without effort upon his feet as if he had choreographed the fall. 
He gave a stiff, short nod of his head in respectful salute and recognition of his master's 
will and then quickly turned and marched out of the chambers, through the stone doors 
from which he had entered. 

The dark hand rose again toward the door and it began to grind shut behind his 
departing servant and once again, the dark figure stared silently at the charts on the 
table before him. The flames around his axe radiated more brilliantly now, curling up 
and around the figure's massive arms like the tendrils of a sentient fire basking in the 
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radiance of its divine master. His right hand left the hilt of the axe and pointed upward 
toward the ceiling. The massive axe floated through the air with the sound of a raging 
flame and spun above the opened hand. In a blinding flash of rage, the iron hand took 
hold of the axe and brought it down across the table, shattering the stone into a thou- 
sand fragments and igniting all of the parchment charts in a burst of flame. 

The figure turned and walked out onto the balcony overlooking the giant sandy 
floor far below him. The sounds of battle echoed up across the stone walls – a sound 
eternal in this place. The great axe spun quietly in front of him, beckoned by the slow 
motion of a single digit of the black gauntlet. The hand opened, and the axe moved 
anxiously back to its master's grasp. In a simultaneous motion, the great hand closed 
around the handle of the axe as he crouched to the ground and jumped off of the 
balcony, falling silently through the air. 

The figure hit the ground hard, causing a rippling shockwave to arch across the 
sandy floor and throwing every battling figure violently to their knees. As they collected 
themselves from the sudden impact, a great bellow roared through the arena, piercing 
the very souls of all bearing witness. The massive form then began to cut through every 
living thing in a whirlwind of destruction. 


Background 


Drunder is the large stone stronghold that towers above the Field of Blood upon the 
Plane of War, fitted on a scale appropriate to the home of the Zek deities. 


The graveyard of Drunder can be viewed from the main entrance. Off the entry, a long 
hall leads to quarters where Rallos Zek's most trusted generals, Tallon and Vallon, reside. 
Two large towers, each containing a series of chambers, house The Warlord's generals. 
Within each are grand war chambers, dedicated to each of Rallos Zek's children. 


Beyond the fortress gates and the two towers, a large arena lies in a lower courtyard. 
From the arena, several paths branch out to other areas of the stronghold. One passage 
leads to the war boars and their keepers. Penned in a system of caves, these vicious 
beasts are bred specifically for bloodlust and destruction. 


Another path leads to the barracks, dining hall and armory. The barracks are fairly large 

and open, suitable to house an immense army befitting of the divine warlord. The dining 
hall is rather mundane, for its only purpose is to sustain the soldiers – a task that Rallos 
Zek and his generals regard as an inconvenient necessity. Connected to the dining hall 

is the kitchen where food is prepared for the troops. 


The armory is fairly large and filled with a multitude of weapons. Behind the armory, the 
war forge can be found, a forge of magic that produces the superior weaponry and 
armor of Rallos Zek's army. 
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The last passage leads to stairs going up to the second floor. The main hallway on the 
second floor ends at the War Room of Zek. Here, all tactical considerations are played 
out before The Warlord himself. Connected to the war room are balconies that overlook 
the arena inside the stronghold and the coliseum further out in the Plane of War. 


The upper halls of Drunder are protected by the Diaku, the elite units of Rallos Zek's 
grand army. The Diaku is divided into three distinct sub-groups, each overseen by one 
of the Zeks. Under Tallon Zek, the Gindan are unmatched in long range combat ability. 
They deploy bows as their primary tool of war, but are also deadly with all manner of 
melee weapons. The Hendin are commanded by Vallon Zek. They are the highly trained 
assassins of the Diaku, adept at attacking their victims quickly and without warning. 
Lastly, and arguably the most fearsome force in all of existence is the Decorus, led by 
none other then Rallos Zek himself. The Decorus are the most brutal and deadly warriors 
history has ever known, and are typically seen wielding great axes in battle with pinpoint 
accuracy and unmatched strength. 


Reigning Deity 
Rallos Zek, The Warlord 


As the God of War, Rallos Zek delights in the action and aggression of battle, valuing 
strength and victory above all. The Warlord deals swiftly and mercilessly with those 
who fail him, but rewards his champions greatly. He created the giants, ogres, orcs, 
and goblins – fierce beings who, like their lord, seek fighting and conquest. 


The ogres once held dominion over much of Tunaria and even went so far as to invade 
the Plane of Earth governed by The Rathe. In this campaign, they were joined by the 
other children of Rallos and were personally led by the deity himself. The greater gods 
turned back Rallos' army and then took vengeance on him by cursing his creatures. 
The ogres were struck with weak minds, unable to think and reason as they once had, 
while the giants were largely killed or dispersed. 


Rallos resides in Drunder, the enormous fortress that dominates the western edge of the 
Plane of War. He occasionally goes to watch the chaotic battles of his plane, choosing 
the best of the warriors to serve him personally in his lair. 
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О Background 

e The Halls of Honor are home to The Truthbringer, Mithaniel Marr and the Norrathian 

( heroes of eras past and present. Architecturally, this realm is impossibly beautiful and 
pure, carved entirely of white marble and accented with golden and silver metals. 

( It is adorned with various ornaments, ranging from statues of unrivaled realism to 

( elaborately decorated vases. 

( Four mausoleums reside in the far corners of the Halls of Honor. The sacred heroes of 
Mithaniel Marr – those who had committed acts of selfless bravery and valor in their 

< mortal existence upon the prime – can be found within these mausoleums. The four 


mausoleums have unique themes that reflect the different kind of actions that brought 
each hero his recognition and praise from the deity. 


Between the mausoleums lie the Hero Shrines, where the two greatest of heroes lay. 
( Though mortals may not know of their valiant efforts, these heroes are forever inscribed 
in the Book of Marr for sacrificing their lives in order to uphold their honorable beliefs. 


The Halls of Honor are defended by the Battalion of Marr, the peacekeepers of honor. 
Their prime mission is to keep the halls free of unwanted visitors. Small units patrol 

( the halls and ensure the peace. If they encounter any resistance, deadly force is used 
without bias or hesitation. The Halls of Honor follow a strict code of respect and honor, 
and those who do not show the ruling god and his chosen heroes the respect that they 
( deserve must be dealt with. 


( Mithaniel Marr resides within a grand temple. No mortal is allowed entry to this sacred 
place of purity and honor, and those who dare to defy its laws shall meet a most merci- 
« less fate at the hands of the temple's heroes. 
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Reigning Deity ( e 
Mithaniel Marr, The Truthbringer ( ә ә 
Towering above most mortal men in all manner of being – stature, morality, valor, honor, ( 
and battle – the presence of the one known as The Truthbringer is an awesome thing 
to behold. Mithaniel Marr is the pure, untainted embodiment of all that is good and ( 
just within the hearts of the greatest of mortal heroes and deeds. He embodies selfless 
dedication and sacrifice, and the urge to combat all that is unjust, cruel, and tainted. ( 
His followers strive with every fiber of their being and existence to uphold these virtues. ( 
The corporeal manifestation of Mithaniel Marr's consciousness is a vision so pure that ( 
any mortal conception of perfection would most likely be grotesque in comparison. 
His armor is flawless and shines so brightly that it is almost unbearable to gaze directly ( 
upon it. Locks of golden hair drape down from his helm, which protects the suspected ( 


beauty of the face behind it; his blade is one of unrivaled craftsmanship of simple, 
piercing beauty and infinite precision. 


( 

The divine realm that he governs reflects his purity and the ideals of valor and honor. ( 

An almost unbearable perfection and beauty is seen in every corner of the realm, as ( 

only worthy heroes of self-sacrifice shall walk with The Truthbringer through these halls 

of ivory, gold and silver. ( 
( 
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Background 


This realm sits perched atop the material and astral worlds upon clouds of vapor – 
a collection of floating, majestic islands watched over in peace by Xegony, Goddess of 
the Plane of Air. The isles are a manifestation of Xegony's beauty, made up of idyllic 
clouds and wondrous places of worship kept by the peaceful guardians of the plane. 


All creatures that inhabit the Plane of Air were created by Xegony to reflect a gentle, 
eternal beauty, though they have the innate ability to call upon the elements to defend 
themselves when necessary. Almost all of the disciples of Xegony are well-trained in the 
arcane arts, but they will only use their magical skills if provoked. 


The plane itself is a place of wonder, mystery, and challenge. Through wisdom unknown 
to anyone of the primal or lesser divine worlds, one may be able to unlock all the secrets 
that this plane holds. 


Aggression is not welcome in this realm, in keeping with Xegony's desire to remove the 
taint of the warfare and petty strife so common in the primal and lesser divine worlds. 
Training does, however, take place in designated areas by those charged with preserving 
the eternal tranquility and harmony. 


Xegony herself has summoned pure elemental beings and placed them in the training 
grounds due to their inability to feel and their mandate to serve exclusively only those 
that have called them forth. Elemental beings are viewed as acceptable opponents in 
combat when engaged in contests to prove one’s loyalty to Xegony. 


The inhabitants of the Plane of Air are recorded as being majestic, powerful creatures 
that live to serve their goddess in return for the privilege of being allowed passage and 
residence upon her plane. In addition, some of the most powerful conjurers have studied 
in the Plane of Air, seeking arcane knowledge of vapor and air related elementals. 


The four floating isles that comprise the Plane of Air are places of worship and study. 
Each island contains a main castle. The beings selected to guard and maintain the 
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four houses are highly intelligent, battle-tested, and powerful beyond the comprehension 
of both mortals and lesser deities. In a mystery befitting Xegony, what lay behind the 
castles’ walls are unknown to any mortal adventurer and even many of the lesser deities. 
Many believe that the wisest of Xegony’s creations utilize these castles to perform their 
studies in peace, but, since mortals are generally not allowed entry, no reliable record 
can confirm such speculation. 


The island containing Xegony herself reflects her fundamental beauty and mystery. 
Heavy fog and elementals of unimaginable power are thought to defend Xegony from 
anyone foolish enough to take up arms against her. But even those who worship her 
will find Xegony inaccessible. She has never been known to allow an outsider, even those 
pure of purpose, to stand before her and pay homage to her greatness. It is believed 
that even many of the great gods whom the mortals pay direct allegiance to have been 
denied her audience. This is the way of those closest to The Nameless. 


Reigning Deity 
Xegony, Goddess of Air 


Gentle in her divine beauty, the greater Goddess of Air embodies a sacred tranquility 
and purity unlike any other being upon the whole expanse of the Planes of Power, 
rivaling even the tender innocence of Quellious, the child Goddess of Tranquility. 

A female humanoid in appearance, Xegony’s face is strikingly comely in ways which 
cannot be properly expressed even by the most sincere and passionate of poets or 
done justice by the most gifted of sculptors. 


Xegony is a calm, gentle deity who holds neither love nor disdain for the beings of the 
prime or for their gods of worship. It is her own agenda that concerns and motivates 
her – the maintenance of a peaceful, tranquil, and harmonious existence. Still, her true 
essence and purpose exists far beyond the comprehension of the mortal mind. 
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Background 


( The surface of this region is made of diseased, rotten, putrid flesh. The water here is 

murky in color, resembling bile and other foul body fluids. A stagnant swamp exists in 

the south. Fleshy tunnels drip and ooze with phlegm and bile. Blisters and boils are 

( plentiful on the surface. Thick hairs grow up in place of trees; scars and open wounds 
are prevalent on the ground. When it rains here, green bile falls from the sky. 


A narrow pass grants access through a mountain ridge of bone to the high altitude area 
in the north. Past the bony mountain ridge lies the Temple of Bertoxxulous. 


Grimror's Swamp of Bile is a large area filled with various forms of flymen and malarians. 
( The flymen are drawn to the rancid swamp. They aren't known to be aggressive, but will 
not hesitate to unleash deadly venom from their mouths when threatened. The venom, 
when released, is known to carry various diseases. The malarians, also carriers of disease, 
( hover over the swamp looking for their next meal. Swamp rats can also be found in this 
area, swimming through the murky water looking for sustenance. On occasion, a larvae 
slithers out of the ooze and onto the ground where it begins its life cycle. 


( Arachnids dwell in the Wanderlands of the western portion of the Plane of Disease. 

( The arachnids originally lived within the fleshy caverns, but many have since moved out 
onto the surface. These creatures are known to wander alone, but will typically assist 

( another of their kind who is under attack. Of those remaining in the caves, the strongest 

live deeper underground, while the weaker ones are often drawn out onto the surface 

area to feed. The arachnids share the caves with the bubonians. These rat-like creatures 

{ carry a multitude of diseases that wreak havoc upon humanoids. 


‹ Rivers of putrid pus and bile flow through the Plane of Disease. Malarians, amid piles of 
доо, cluster close to the river areas. They are known for their aggression tendencies as 
well as for their deadly venom that causes blindness in their prey. 
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The Crypt of Decay lies within the Plane of Disease. The ancient crypt is buried under 
( tons of dust and is filled with pestilence and the odor of death. The walls and floor are 
soiled, damp and foul – unsightly stains are everywhere, heaps of carrion rot in the 
corners, and the moist, putrid air is enough to make anyone sick. 
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Background 


The Plane of Earth is home to The Rathe, the consciousness and pure embodiment 
of the primal element. The terrain of this realm is varied and includes jungles, caverns, 
muddy lakes, and burrows. The lush, beautiful lands are filled with precious jewels 
forged by the inherent powers of the earth. 


The many structures found within the plane are symbolic of The Rathe and the earth 
element that fuels the plane's existence. These consist of temples built in monumental 
proportions quite beyond the engineering capabilities of mortal civilizations. Servants of 
The Rathe Council and other denizens of the plane live in the temples. 
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Among The Rathe's minions are the Vegorogs, large humanoids resembling ogres with 

( bodies composed of rotting vegetation, moss and fungus. Planar scholars claim the 
Vegorogs were once ogre soldiers that were led by their hero Murdunk during the ogre 

( invasion of the Plane of Earth. The Rathe twisted these ogres to become servants of the 

( plane, and cursed them with bodies of decaying vegetation and hearts of solid stone. 


( The Rathe themselves reside within the vast open space of the plane where their essence 
intertwines with ever fiber of the realm. Their bodies of earth and flora feed eternally 
( upon the life-giving warmth of the plane's own sun. 


| Reigning Deity 





( 

( The Rathe 
The Rathe are a council of thirteen individuals, but of a single collective consciousness 

х and unified purpose in their embodiment of the pure element of earth. Іп temperament, 

( thought and expression, they are emotionless and well beyond the comprehension of 
mortal understanding. They show no trace of personality recognizable or comparable to 

( those of the other gods, or of mortal beings. 

( Truly neutral in their views, The Rathe govern their plane and its influence upon the 

( prime without judgment, bias, or even regard for the affairs of mortals. However, when 
their patience is tried or their wrath is invoked by daring mortals who seek to assault 

( their being, The Rathe are a force not to be taken lightly; their modes of vengeance are 


( swift in execution and without remorse. 
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Background 


| Fennin Ro, the Tyrant of Fire is manifested in this realm through a charred and зтоку 

( landscape that reflects the creative and destructive element of fire. Everywhere, volcanic 
mountains spout lava flows that gather in pools and erupt in geysers. Petrified trees 

( burn eternally, creating a magnificent forest of obsidian pillars and crimson flames. 


( Just beyond the obsidian forest, a lava stream flows into an exquisite magma waterfall, 

( feeding the lake below. Rising out the magma lake is a large isle composed of obsidian 
and black volcanic rock, upon which is a small village of fire mephitis — intelligent 

( elemental creatures native to the plane. A tunnel leads from the island to a dangerous 

zone where some of Fennin Воз fiercest guardians are on constant watch. 


( The Dragon Bridge, aptly guarded by planar fire dragons, is suspended over a canyon. 
The guardians are perched on pedestals, their wings hovering above their bodies in 

( readiness to pounce on any intruders. The bottom of the canyon has lava flowing 

through it and contains no visible route of safe passage. 


The whereabouts of the Tyrant of Fire is a mystery, and shall likely remain so for some 
time, as his plane poses a deadly threat to even the gods themselves should they enter. 


( Reigning Deity 
( Fennin Ro, Tyrant of Fire 


( Ruler of the Plane of Fire, Fennin Ro manifests himself as a large, bestial creature of 
immense, frightful power. Large wings of fire and magma sprout from his broad back, 
covered in an exoskeleton of obsidian plating lined with magma. He is respected among 

( his peers for his intelligence and his fanaticism in preserving his plane, however, when 
he vents his fury, he is feared by even his fellow greater gods of the elements. 





Fennin Ro retains a strong influence on the Wheel of Order and Discord. Of all the greater 

powers, he has shown the highest interest in the lesser beings of Influence and Nature, 

( though his attentions to them have not yet proven to extend far beyond the creation of 
| his son, Solusek Ro, who governs the Plane of Sun and Flame. 
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Background 


The Plane of Innovation is an industrial wasteland that surrounds a massive factory. 
Narrow valleys filled with refuse can be traversed by trails that cut through the otherwise 
impassable, piled high junk. Small niches have been carved out of the waste by old, cast 
off clockwork that have been replaced at the factory by newer, more efficient models. 
They retain a built-in desire to exist and therefore search through the factory junkyard 
and the outlying rubble for anything that will help to sustain them. 


In essence, the Plane of Innovation is an industrialized mecca of clockworks.The factory 
utilizes the advanced clockworks in two main sections, the production area and the 
testing labs. The clockworks perform endless tests on themselves, perpetually seeking 
ways to upgrade. It is rumored that within the production area, a weapon is being 
produced for Rallos Zek. 


Many gnomes, having tuned their minds to become one with their machinery, have 
been allowed to enter the plane. Here, their imaginations feed off the plane itself and 
their creations have been more innovative and, at times, more absurd than anything 
they could have ever dreamed up on Norrath. They have contributed several inventions 
for use in the factory. 


Outside the factory is a junkyard filled with spare parts. Many older rogue clockworks 
survive here, rummaging though the piles to find replacements for failing components. 
All are advised to be wary when entering this yard, for these scavenging mechanisms 
serve only themselves and may find biological limbs more suitable than their broken- 
down, defective parts. 


One gnome in particular has made the junkyard his home. Nitram Anizok thrives in the 
rubble, happily tinkering with odd parts that appear to be completely worthless. It is no 
secret that he is constructing a massive and magnificent machine, although the reasons 
for this promethean endeavor remain unknown to all but him. 


The goings on inside the factory are even more clouded. In an effort to improve on 
themselves, it seems that the clockworks have undertaken a comprehensive study 
of humanoid biology. The factory is in a constant buzz of motion as production teams 
work on producing a mysterious machine in the central area. What is known is that 
the steam-filled hallways are hazardous to all but the machines that created them. 
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; Background 


The Plane of Justice is a somber, bleak realm consisting primarily of a large prison. 

( Beings of all races and origins are sent here for severe crimes against their society or 
against the gods. A council of six entities, known as The Tribunal, governs the plane. 

( They act as judge and jury, deciding the guilt or innocence of the creatures that are sent 

( before their judgment, and choose any applicable punishments. A warden controls the 
administrative aspects of the prison. Dark, axe-wielding guards maintain tight security 

( and dispense executions with mechanical precision. 


At the center of the prison is a large courtyard where a guillotine, a tree with a noose, 
and other instruments of executions are found. The cells nearest the courtyard house 

| the inmates scheduled to be imminently executed. The halls of ће prison are busy with 
| the marching of guards who keep a constant vigil and the scurrying of rats and other 
vermin. Escape tunnels exist behind a hidden cell in the southeast corner, chiseled out 
over the years by prisoners seeking to flee, or at least hide. Recently, deadly creatures 

( have entered the deeper tunnels, effectively preventing any further work on them. 


( Prisoners in the Plane of Justice come from a wide range of backgrounds, places, and 
even eras. Those convicted are never punished purely for who they are in terms of 
mortal origin, rather divine judgment is based on actions they have taken within the 
framework of the society and culture from whence they came. Time does not pass in 
the planes as it does in mortal realms, so there are beings here from civilizations that 
no longer exist upon Norrath. 


Aside from personal vendettas, the prison population is generally divided into two 
camps - the humanoid and the bestial. In addition to the major Norrathian races, 
creatures like the aviaks and the ottermen are at odds with the Akheva, froglok, ghouls, 
evil eyes, and other beings of fiendish origin. While exceptions do exist, it generally 
behooves one to take a side in this dispute – or life can become rather uncomfortable. 





A number of spirits can be also be found among the jails. Some are remnants of those 
who have died there, others are ghosts of prisoners' victims who have come to haunt 
| those who have wronged them. 


> SHO 5414 


so PLATE OF JUSTICE ( 





PLANE or KNOWLEDGE 
3 ә 9 


Reigning Deity 





The Tribunal ( 
The Tribunal has existed for as long as there has been a semblance of order in the world. ( 
They remain neutral in almost every conflict, meting out justice as fairly as they can, 

without prejudice. Legends speak of a "Seventh Hammer," a powerful being who acts as ( 
as The Tribunal's messenger and bailiff. ( 
It is impossible to bribe The Tribunal to influence a verdict or sentence, but they are not ( 
immune to deception. True justice being their charge, they are not loathe to reverse a 

decision based on new and compelling evidence. They have also been known to grant ( 







leniency or even freedom to prisoners who have proven worthy. 


( 
A fundamental concept behind the justice of The Tribunal is cultural relativity. While a ( 4 eJ 
high elf of Tunare may be condemned for practicing necromancy, a gnoll may be E Га 
accused by his clan of excessive leniency towards prisoners. Sending someone before ( Ar 
The Tribunal is usually reserved for serious crimes, as it can mean a virtual eternity of ( 2 S 
imprisonment and suffering. However, the definition of “serious crimes” can vary widely z 9s 


among societies. Some acts aimed against the gods themselves are considered under (i 
a broader scope, but The Tribunal looks primarily at the rules of particular civilizations. 
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Background 


Within the Plane of Knowledge, the city state of New Tanaan exists beyond all normal 
physical and political boundaries and is a haven for knowledge and those who seek it. 
An elected council governs New Tanaan from the top chamber of the Great Library, 
though most of its members are too preoccupied with study, planar expeditions, and 
pet projects to be bothered with civic tasks. 


Most travelers use New Tanaan as a waypoint in a longer journey. It is a place to gather 
information, peruse rare books, visit guildhalls, check in with guildmasters, and sharpen 
the tools of ones trade. In spite of the fact that crime is almost non-existent, the citizens 
of New Tanaan fund a local militia that maintains law and order. 


The city of Tanaan was founded hundreds of years ago by travelers to the Great Library 
who developed housing and amenities to serve them during their stay. As years passed, 
the town outgrew its simple roots as an enclave for scholars and blossomed into the 
full-sized city of New Tanaan. Three hundred and twelve years ago, New Tanaan elected 
a council and declared itself to be an independent, neutral city state. The origins of the 
Great Library itself are lost in the folds of time, but it has stood in the center of the 
Plane of Knowledge for as long as written histories have been kept. 


The city is divided into three districts – Kartis, the dark district; Tanaan, the neutral 
district; and Selia, the light district. Peace reigns throughout the city, enforced by magic 
that prevents anyone from wielding a weapon or casting harmful spells. Visitors from all 
of Norrath walk the streets, debate ideas, explore the Great Library, and trade goods in 
the markets. The districts are open to everyone, regardless of race or preferred deity. 


One of New Tanaan's primary functions is to act as a travel hub between Norrath and 
the deeper planes. The recently opened gateways to all of Norrath's major cities have 
brought countless new visitors to the city, intent on finding adventure. 


Gateways to Norrath are dispersed about town. Portals to Neriak, Grobb, Oggok, the 
Overthere, and Cabilis are located in the dark district. The portals to Felwithe, Kelethin, 
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Kaladim, and Rivervale can be found in the light district, while the neutral district 
includes portals to Freeport, Halas, Qeynos, Ak'anon, Firiona Vie, the Great Divide and 
The Nexus. In the neutral district, planar level adventurers will also find a channel to 
the Plane of Tranquility, where they can begin their exploration of the astral planes. 


Geographically, New Tanaan is built around the Great Library, with the dark and light 
districts on opposite sides of the city. The Great Library is a solid, ancient structure 
with an elegant yet enduring feel. 

It dominates the skyline of the city, 
presenting a stark contrast to the 
shops and houses surrounding it. 

A vast marketplace fills the square 
adjacent to the Great Library, where 
merchants peddle their wares from 
tents, stalls, and wood-fronted shops. 


A section of the neutral district is 
devoted to privately-owned guildhalls, 
where visitors may hold meetings and 
deal with guild bankers. In fact, guilds 
can be found in all three districts, 
offering professional training and 
high-quality gear. 


The city of New Tanaan includes the Great Library as 
well as portals to many planar and astral realms. 





Various citizens deliver quests to intrepid adventurers, promising rewards that vary 
according to task. Adventurers seeking quests will have the best luck finding them in 
the appropriate district, as dictated by alignment and class. 


Reigning Persona 
Chamber of Council 


Since crime is low and order guaranteed by the militia, the wizened sages that make up 
the council do not have to deal with civic matters on a daily basis. Instead they focus 
on matters of knowledge, meeting to discuss scholarly matters, planar expeditions and 
personal projects that concern them. 


The council contains one delegate from each city district as well as the keeper of the 
Great Library, who has lived in Tanaan longer than anyone. The council members are 
attended by aides who record their discussions and hope to one day to serve on the 
council themselves should one of the existing members pass on. 
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Background 


The western region of Terris-Thule's domain is a dense forest with many small clearings. 
A river dissects the forest above and the barrows below, eventually becoming a waterfall 
that drops into a lake. To the northwest, there is a small cottage that lies in disrepair. 
Behind the cottage, a modest graveyard services the mortal victims of this realm. 


Great gnarly trees with foul twisted visages formed in the patterns of the bark compose 
much of the dark woodlands. The trees are sentient, powerful, and malevolent beyond 
comprehension; they will often spring to life as mortal trespassers enter their domain. 
The entire forest, like the maddening nightmares sent by the plane's horrific mistress, 
is unpredictable and unquenchable in its hunger. Reports come to New Tanaan with 
regularity regarding the disappearance of the foolishly brave who travel to this realm. 


Terris-Thule's most treasured minions lurk in the southwest caverns, living a dual exis- 
tence in both astral space and upon the primal world. These include terrifying goblins 
who infect the minds of all, for none are beyond Terris-Thule's reach. 


In the far eastern corner of the Plane of Nightmares there stands a grand plateau 

of horror. On the surface of the plateau, stones appear to be arranged in a druid circle. 
If one can overcome the overwhelming feeling of dread inspired by this place, further 
inspection reveals that the stones pulse with life – and death. Merely gazing upon this 
unholy ground has been enough to reduce the bravest knights to their knees in the 
insufferable anguish of eternal, unbreakable nightmares. 


Reigning Deity 

Terris-Thule, The Dream Scorcher 

The ghastly daughter of The Faceless, Cazic-Thule, the demi-goddess Terris-Thule has 
proudly lived up to her father's expectations. She is a master of the subconscious and 
all who enter the state of slumber are at her mercy. She is opposed by her twin brother, 


Morell-Thule, Lord of Dreams. Though the minds of sleeping mortals may waver between 
the realm of nightmares and the realm of dreams, eventually, all fall to Terris' grasp. 


Many have tried to forge wards to prevent The Dream Scorcher's touch from tainting 
their subconscious, but all such attempts have ultimately proven to be in vain. 
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( Background 

() The Plane of Storms, governed and manifested by the will and consciousness of Karana, 

( The Rainkeeper, is primarily inhabited by a large humanoid race of Storm Giants who 
inhabit every area of the plane with the exception of Mount Grenidor. The various tribes 

C) of Storm Giants are constantly warring with each other and can be distinguished by 

( visible physical attributes that relate to the local terrain. Likewise, their dwellings also 

| reflect their environment. 

( 
Mount Grenidor sits in the middle of a vast expanse of open wilderness and is the site 

( of the Bastion of Thunder, home to the plane's presiding deity. The other three areas of 

( the plane are divided by impassible ridges that extend down from the peaks of Grenidor. 

( | To the north of Grenidor lies Krendic, the Desert of Chaos, a sea of hard, dark brown 
stone polished smooth by the ever-blowing wind. Large rock obelisks crop up in places 

( where the stone has managed to withstand the constant pounding of the sand storms. 


A few scraggly, cactus-type plants dot the landscape, rising from cracks in the desert floor. 
To the far north, a Storm Giant encampment comprised of small tents and one large 

( head tent, can be spotted. In the eastern section of the desert, there stands a circle of 
large stones that look as if they were placed intentionally long ago. 


West of Grenidor lies Renidar, the Forest of Tears. The massive branches of its trees form 
| a natural bridge, allowing creatures as large as the Storm Giants to swiftly move through 
( the forest. As one traverses the entwined branches, the tops and bottoms of the trees 
seem to extend indefinitely and disappear into a haze of fog. In one clearing there is an 
( enormous stump, evidence of a huge tree that was cut down long ago. Farther north, 


| 





( destroyed trees are strewn about in a chaotic wreckage, the forest itself having fallen 
victim to the plane's elements of lightning and ferocious wind gusts. Creatures known 
————'—— —— — ( as stormriders inhabit the canopy of the Forest of Tears. 
4 The plains lie to the west of Mount Grenidor. Several large rivers flow down from the 
( mountain across the plains until emptying into а great lake along the southwest border. 
) Assorted shipwrecks can be seen on the southern shore of the great lake. A few smaller 
( | lakes exist where water has collected temporarily on its journey to the southwest. А large 


| Storm Giant settlement rests on the northern shoreline. Much of the camp is built using 
huge stilt-piers that extend over the lake. One of the structures is obviously much larger 
( and more ornate then the others, indicating the residence of their leader. 
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( Background 


( The Plane of Torment floats silently in the ether that lies between the planes. It is a huge 

black cube, which has been manifested to reflect the cruelty of the goddess Saryn who 

embodies endless pain and suffering in mind, body, and spirit. The material in this plane 

( is bound together by the suffering of its inhabitants — as the plane tastes more suffering, 
it grows in power. 


Many interconnected islands are suspended above a large lake of blood. Obsidian pillars 
and barbed chains connect to the inner regions of the cube to hold many of the islands 
( aloft and support the suspension bridges that connect island to island. The entire plane 
is coated in a fine mist of blood. 


The plane is littered with various implements of torture. Moans, screams, and the sounds 
of rattling chains echo off of the realm's cold walls. The Mistress of Torment is often heard 
( giggling or singing along to the tunes of her victims' pleas. 


( The Citadel of Pain looms as the largest structure in the plane, standing in the center of 
the network of ramps, bridges, and islands. The sound of rushing liquid leads the eyes 
to large streams of blood that pour from the sides of the citadel. Large glass windows 

( allow Saryn to view the entire plane from her private chambers. 


The cube Saryn inhabits is as much a place of confinement for her as it is for her victims. 
In the perverse manner of those who savor their own pain, she enjoys it. After all, it is 
her anger and pain that make up the very fabric of the astral plan, and her hate-filled 
insanity prevents her from yearning for anything more. 


The creatures one may find in the cube are manifestations of Saryrn's pain and rage. 

In addition, she satiates her lust for misery by acquiring new victims from outside her 
1 cubed lair. One of her most recent victims is a young bard from the Plane of Tranquility. 
The pain she inflicts on others fuels her constant suffering, forcing her to lash out again 
in a vicious cycle. This cycle of pain is emblematic of torment itself. 
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Saryn, Mistress of Torment O 4 ә ә 
In her mortal life she was a truly devout follower of Erollisi Marr, the Goddess of Love. 
Her love fueled her existence, and she gave the fullest of her being to the indulgence of ( 
this emotion – a love of art, music, food and drink, and eventually, the love of another. © 
With the discovery of what she supposed was her soulmate, Saryn was overcome with a 
sense of the true meaning of her existence. Her husband was her life and purpose, as his ( 
love for her was to be his. ( 
However, she was cursed - not by means of arcane magic or divine intervention, but ( 
through her own inability to control and moderate her indulgence of love. She gave 
herself entirely unto it, and it would be her downfall. Upon the knowledge that her ( 
husband's heart belonged to another, Saryn was destroyed. She stewed from afar as ( 
her husband's affection grew further removed from her and slowly, her own love 
turned into writhing envy, hate and ultimately bloodlust. ( 
Upon the brutal execution of her husband and his mistress, Saryn went mad and (C) 
set out to torture and ultimately destroy anything she saw as sacred to Erollisi Marr. ( | 
She strove to replicate her anguish in others, contorting and twisting love's blessings 
into a medium for pain, despair, and utter torment. ( 
( 
( 
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( A. Teleport to Plane of Knowledge D. Teleport to Plane of Justice 
B. Teleport to Plane of Disease E. Teleport to Plane of Innovation 


C. Teleport to Plane of Nightmare 
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Background 


The Plane of Tranquility consists of a few buildings and portals on a lone island cradled 
within an endless, serene sea. An impassable mountain ridge occupies the center of the 
isle, making the landscape impossible to view in its entirety as one travels the perimeter. 
A long, narrow waterfall can be seen cascading down the mountains, falling into a large 
lake that feeds several calm streams and brooks that wind their way through the land. 
Stretching along one side of the island is a beautiful tropical beach lined with palms 
and crystalline waters. On the other shore, rocky cliffs drop steeply into the ocean. 


The scarce buildings and landmarks are built so that they are open and exposed to the 
gentle tropical climate. Koi ponds, sand gardens and detailed portals are placed about 
the island, all beautiful in their modest construction. 


During the daylight hours, the sky is a clear azure blue dotted with white clouds that 
gently roll in and out with the soft stratospheric winds. At night, however, shimmering 
auroras shoot across a deep indigo sky, the countless stars glittering like diamonds 
upon a velvet drape. 


Upon the island, the elders of tranquility engage in planar research using a technique 
wherein their essences channel power into several portals that open into the deeper, 
unexplored planes. To their dismay, they discovered that the willpower and mana that 
was required to maintain these portals eventually took a toll on the channelers' health. 
Specific routines were developed that included meditation, weaving, and a specialized 
diet that seemed to slow the tide of deteriorating heath among the elder channelers. 


Exploration of the deeper planes has enabled the scholars to gain a better understanding 
of the nature of reality and the role which mortals play. However, further complications 
with a few of the portals have reinjured the elders. The only means to help them may 
lie through the portals themselves. 
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Reigning Deity 
Quellious, Goddess of Tranquility 


Gentle, graceful, and innocent in her child-like manifestation, Quellious is the conscious- 
ness and embodiment of tranquility. She is a deity who embraces the softer light of 
goodness and peace of the inner-self in harmony with the surrounding environment. 


Conflict is a thing that Quellious 
opposes most deeply, though she 
would not dare impose her beliefs 
upon those who are unwilling to stray 
from their bloody paths. In the recent 
struggles to have taken hold between 
the astral and material realms, 
Quellious has chosen to politely and 
quietly bow out of involvement. 


Though her plane has manifested, she 
herself cannot be found. It is believed 
that the plane itself is the embodiment 
of her consciousness for this particular 
chapter of history, though none are 
certain and no mention of her has 
been made upon the whispers of the 
greater plots that lurk in the inner planes. Those deities composing the rest of the 
pantheon are content with her lack of interest in their affairs, for she surely would 
oppose many of their ambitions. Unfortunately for those whose hearts and minds 
wish for the same peace as she, Quellious is not a deity of action. Instead, she prefers 
to remain in a state of calm balance and harmony, waiting for the divine sanctity of 
the infinite cosmos to be restored of their own accord. 


The elders of tranquility have built portals in Quellious 
domain that allow them to research the deeper planes. 





Her mortal followers within the material universe strive to achieve tranquility in all 
things within and around them, and rarely involve themselves in conflict. The recent 
turmoil to embrace their world, however, has forced many of Quellious' followers to 
regrettably abandon their passivity and peaceful ways as they enter the battlefield in 
order to defend their communities and beliefs. 
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Background 


The Plane of Valor is a challenge area designed for prospective mortal heroes who wish 
to gain access to the Halls of Honor. 


The first thing that adventurers encounter in the Plane of Valor is an amphitheatre that 
provides access to the rest of the realm. A large, well-maintained cemetery can be found 
to the amphitheatre’s right. The cemetery is bordered by a beautiful forest, creating a 
respectful and peaceful place of rest for the fallen devout of Mithaniel Marr. Thin trees 
stretch upward creating a dark shadow throughout the forest, while a few good-sized 
clearings seem to provide sufficient space to make camp. 


Beyond the reach of the forest are the Plains of Marr, a wide area with rolling grass and 
fertile lands full of rich vegetation. Many magnificent and noble creatures, such as the 
unicorn and pegasus, have been known to stretch their legs on these plains. 


A large river surrounds the forest, feeding the fertile lands with its life-giving waters. 
The river winds through the woods, becoming shallow in places. At one point it is fed 
by a magnificent waterfall that hurtles from a large cliff face decorated in a cascading 
carpet of green mosses and ferns. 


At the top of the river bend, two large guard towers connected by a suspension bridge 
are stationed on either shore. This river crossing leads to a wasteland of glass - a unique 
environment where the substance of glass is featured in both terrain and inhabitants. 
Beyond the wastelands lies the Canyon of Marr which hosts a variety of dangerous 
creatures such as drakes and glass golems. At the end of the canyon, one can find the 
entrance to the Halls of Honor. 
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Background 
( Warfare rages endlessly in the bleak realm of Rallos Zek, The Warlord. A large battlefield 
( called the Zekarian, where various minions of the deity engage in combat, is demarcated 


by castles to the north and south and by the Wall of Rallos which divides the plain from 
( east to west. 


The area to the east of the wall is known as the Field of Blood. Bits of rubble and wrecked 
implements of war are strewn about it – ruins of an ancient city lost to time. A large 
hill overlooks a flat swath of land where a graveyard sits to the north. Ancient trees line 
the edge of the plain at the base of the mountains that surround the Zekarian field. 
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The west side of the wall is known as the Field of Strife. This large battlefield lies in 

2 between the two castles of Rulnavis and Tamrel. Remnants of old barricades, piles of 

\ armor, and various weapons of war are littered across the torn and blasted expanse. 

( The greatest fighters from the primal worlds can be found here, training for war and 
engaging in combat to prove their worth. The strongest among them are chosen,by 

( Rallos to serve him at his fortress, Drunder. The forces themselves are divided between 

( the two castles, which are controlled by Vallon and Tallon respectively. : 


— 


( The Gods of Strategy and Tactics, Vallon and Tallon, engage in a never-ending battle with 
one another beneath the watchful eyes of their lord, Rallos. They choose generals from 
the ranks of their armies and oversee the training of the troops during brief lulls in 


the action. The gods dwell in castles that are similar in appearance, but contain small 
nuances to suit their particular styles. 


Fighters who are found lacking on the battlefield are exiled by the war wraiths to Narikor, 
the Halls of Shame. There, they serve as slaves, mining and processing the ore used 

by great war forge in Drunder. The outcasts banished to Narikor dream of proving their 
worth once more so that they may rejoin the eternal battle on the Zekarian above. 


Some prisoners return to favor and become reinstated on the battlefield by successfully 
revolting against their Diaku overseers. 
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On the west edge of the Field of Strife looms Drunder, Rallos Zek’s personal fortress. 
, Vallon and Tallon Zek reside in two large towers on the side of the entrance, surveying 
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the battlefield below. Inside, the gods carry on an ongoing chess game, a distraction 
the keeps their strategic sensibilities sharp. Drunder can only be entered through the 
Plane of Tactics by superior warriors who have earned the favor of the Zeks. ( 


Reigning Deity 
Tallon and Vallon, Sons of Zek 


Tallon and Vallon Zek are Rallos Zek's most prominent generals and strategic advisors. 
They are second only unto him in battle prowess and dominion over the Plane of War. 
They represent the intellectual aspect of combat, including resource management, : 
planning, coordination, strategy, and tactics. Tallon and Vallon are also vital to the Zek 

family in that they bring a semblance of order and discipline to their chaotic domain. ( 
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Background 


This manifested, material representation of the Plane of Water represents a miniscule 
subsection of the Greater Elemental Plane of Water chosen by the Triumvirate of Water 
as their contribution to the mortals’ breaching of the astral barrier. 


The plane is a great corral reef of two levels. In the upper section, the reef is sprawling 
with brilliant coral, among which vibrant sea life such as tropical fish, sponges and 
anemones thrive. Beyond the coastal shelf is the vast ocean, where the dangerous, 
predatory oddities of the deep lurk. 


Deep within the Reef of Coirnav there is a tribe of fishmen called the Hraquis ruled by 
a great shaman chieftain, Ofossaa. Their society is protected by a specially bred race of 
warrior crustaceans. These creatures, known as the Regrua, are giant crabs valued for 
their brute strength and ferociously protective nature. The most powerful of the Regrua 
is Krziik, who has taken the leadership role among the warrior crabs. 


Found even deeper within the Reef of Coirnav are the Triloun who are servants of the 
Avatar of Water, Coirnav. They serve their lord by watching over the reef's hatchlings, 
protecting them from the more aggressive creatures of the sea. Grioihon, an ancient 
and wise water mephit, is rumored to lead the Triloun in their mission. 


Reigning Deity 
Coirnav, Avatar of Water 


In a timeless past, the Triumvirate of Water met to discuss how to enhance the influence 
of the domain of water. During this meeting, the greater elemental gods agreed upon 
the creation of an avatar that would embody the three of them in unity. The creation 
of a pure, untainted being to represent them equally proved to be an arduous task. 

A great and demanding ritual was required – one that would be able to leech a part 

of each of their essences and combine them into the mind, body and soul of an avatar. 
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To begin the ritual they used an onzolan crystal, through which they each poured a 
small portion of their respective essences. Povar was first to give his essence, infusing 
the crystal with the power of vapor - the light, delicate and near intangible state of the 
pure element. E'ci, the Wintry Guardian, contributed the essence of ice – the absolute 
solidified state of the pure element. Tarew Marr, the leader of the Triumvirate and 
Fathom Lord, was the last contributor, infusing the crystal with the essence of water — 
the most abundant state of the true element. With that part of the ritual completed, in 
unison, each let loose an awesome display of their divine powers. Through the combined 
might of these deities, the Avatar of Water named Coirnav was forged. 


Coirnav came into existence as a small marine creature and was at first very weak. 
The Triumvirate constructed a special water domain where Coirnav could grow and one 
day rule. In time, Coirnav developed special powers based on the three forms of water — 
vapor, ice, and liquid — that was his birthright. More time passed and Coirnav grew to 
his full form, yet still he laid dormant within his domain, waiting for the time that he 
would be called upon to fully embody the three. 
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Background 


The realm's divine consciousness and ruler is Solusek Ro, the Burning Prince and Lord of 
the Sun and Flame. His great tower rises up from the inferno of this realm like a single 
pillar of solidified flame. The tower is located near an island upon a sea of eternal flame 
in the Plane of Fire. The island, which houses a graveyard in the guise of a flaming pool, 
is connected to the temple by a burning bridge. 


mm 


To approach the temple, one must make the perilous trek across the bridge starting 
from the island side. To make matters worse, Solusek's faithful and deadly minions are 
ever-present during the crossing and will oppose any mortal who dares to trespass on 
their divine master's domain. 


If one is lucky enough to make it to the tower, one will discover a large entryway with 
vaulted ceilings containing various arcane runes, glyphs, and symbols. There are also five 
burning cauldrons that act as teleports to various dungeons located inside the tower. 
In the middle of the room, a large transparent fire well can be seen descending into the 
depths. In the back of the room, a small stairway ascends to a separate chamber that 
contains a single burning cauldron. 
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Using the cauldrons, one might transport down to the crystalline basement of the tower. 

The basement becomes a series of translucent tunnels that are smoky black in color and 

( filled with jagged obsidian crystals that jut out from all sides. Lava flows can be seen 

( through the walls while the see-through floor reveals fiery pools of burning magma. 
The tunnels twist and turn, leading to a chamber housing a powerful, magical artifact. 

( The chamber is protected by an arch mage who guards the artifact on the orders of 

Solusek Ro himself. 
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( The Chamber of Arlyxir, a place that appears to be of mortal design, can also be accessed 
from the burning cauldrons. This is the home of Arlyxir, the red wizard of the prime who 
( attracted Solusek Во% attentions through achieving a level of power over the element 
of fire never before seen by mortal sorcerers. Rivaled only by Solusek Ro and Fennin Ro, 
| Arlyxir defends his patron deity's realm vigilantly and with his very life. 





The Chamber of Rizlona is home to a demi-god who was a half elven bard in her mortal 
1 years upon the prime. Rizlona earned the recognition of Solusek Ro by invoking his 
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name to give her power and strength on the battlefield. She ascended to his service 
countless years past, and is believed to guard an artifact sacred to Solusek Ro and the ( 
element of fire. ( 
The chamber that holds Solusek Ro himself is in the furthest reaches of the tower, ( 
beyond the chambers of his wards and appointed guardians and beyond the maze-like 
structures that reflect his infinite role within the cosmos. None who have ventured into ( 
Solusek's chamber have returned to speak of it. ( 
( ер 


Reigning Deity 
Solusek Ro, The Burning Prince 


As the manifested consciousness of the sub-element of flame and the primal power of 


the sun, Solusek Ro is perhaps one of the best known divine presences, and holds a ( ^ 
great influence upon the primal world of Norrath. His followers are those devoted to the | | | 


acquisition of power – often used in destructive ways, but not intrinsically so. 


In this era, Solusek Ro has manifested himself as a male humanoid of great beauty. | | 
Within his hand, he carries the fabled Spear of Fire, a powerful artifact rumored to be ( \ | 

forged of fire itself from within the realm of his own patron ruler – Fennin Ro. but / 
Solusek Ro is not a deity to be trifled with, for he is a true model for his followers – a = ^ 

being of immense, raw power. His mastery of flame is not to be underestimated, for it is . 4 А 


a pure, primal element that manifests a power unlike anything encountered upon the ( “ У 
primal worlds. z 
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Project Manager, EverQuest 


Rod Humble 
Executive Producer 
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Art Director 
Atlas Design 
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